

GAMES 



AMIGA 



CONSOLES 



ISSUE THREE 
JANUARY 



£1.50 



OVER 50 HOT CHRISTMAS GAMES REVIEWED AND PREVIEWED 



129 RETALIATOR 



BEST FLIGHT SIM YET? 



- — **<?< 



SIM CITY HARDDRIVIN' TURBO Oil. 
MOONWALKER GHOSTBUSTERS II SPA 



ISSN 0157-1303 
OS 



9 770957"9300 



19 



£50,000 



IKHBLADE CHASE HQ DAN DARE 111 
THE LOST PATROl GHOULS 'N' GHOSTS 

OF PRIZES MUST BE WON FROM 
VIRGIN MASTERTRONIC THIS ISSUE! 



PLUS THE MAKING OF AN XMAS GAME + COLOUR MAP OF 
BATMAN THE MOVIE + CONSOLE ACTION MINI-MAGAZINE INSIDE 
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3D DRIVING GAME YET 

Take the wheel of your turbo- 
charged Porsche as you and your 
partner go in pursuit of dangerous 
criminals all driving an evil array of 
souped-up roadsters* 



I 



Need to catch up in a hurry? Well, 
just one press of your Turbo _ 
Button will leave your ^ 
eyes in the back ^ 
of your head! 





\ 



along the roughest of dirt tracks and 
through busy tunnels - if you can hold 
the line! The low life can 
run, but they cant hide ... 

AMSWkO ^SL atl ltL.^. AI *'V* tftdhJl"**** 

£9.99 £9*99 £19,99 £24.99 





Ocean Software Limited 6 Central Street Manchester ■ M2 5' 
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Learn the fighting skill* of 
'feet kune do', Bruce Lee's 
oicn deadly form of martial 
arts. 

Through practise in the 
gum ti$ninst punch bags, 
then with other students, you 
gradually acquire the skids to 
take on the vile M**f*r Pa 
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MINDSCAPE 

INTERNATIONAL 



The spei ial use ot Artificial 
intelligence lets your 
tpponents learn [/our 
veakuesses ami counter 



You can never be assured 
of success, 



AmilaMe for IRM PCwid 
compatibles, Supports 16 colour 
VGA. 16 colour EGA, Tandy 1000 
ami CGA graphics. 

Comhig early 1 99() for 
Commodore Amiga ami Atari ST. 




For further information on Mindscape products and your heat Denier, contact: 
Mindscape international Limited, PO Box UH9, Lews, East Sussex BN8 4DW. I'd. 04 I -186 545/547, 
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« Ol! 

Get a fiver off infogroines' Tintin plus 
f»nd oiif what's in store for 1990! 



1 2 PREVIEWS 

Loom. Dan Dare III Nebulus II - all 

the hoi new titles are here. 

21 LETTERS 

The proper letters page - say it haw 

it Is! 

23 REVIEWS 

F-29 Retaliator, Hard Drivin'. Turbo 
Outrun. Switchblade Gha-stbusters II 

plus at least two billion more... 

29 COMPETITION 

Win a remote control Satellite dish and 
'0 copies of Wild Streets froT Titus. 

40 ARTIFACTS 

Monsieur Tonkins goes Froggy over ZZ 
Rough and shows you how fa draw o 
Bomber. 

48 UNDER WRAPS 

David McCandless- flips the lid on 
Microprose's Midwinter odverMure, 

55 CONSOLE ACTION 

The Atari Gome Boy - ore you game? 
Ghost 'N' Goblins and Spelkaster 

reviewed in Britain's only mini- monthly 
console moo.. 



63 COMPETITION 

Win a DX 1 1 Synth as used 
by Betty Boo (swoon) plus 10 
copies, of US Gold's 
Maonwalker 

69 SUBSCRIPTIONS 

FREE Ocean 16-bit game 
jchcos« from six titles) or FREE 
Zero Hera T-shirt when you 
take out a subscription to 
ZERO. 

72 CRYSTAL TIPS* 

*And Alistoir Loser Squad 
carrtpleie solution and full 
to:)..' Batman map 

Holy Guacamole! 

89 DEJA VU 

Updates of some pretty hoi Xmas offerings 
including Powerdrift. Weird Dreams 
and Batman. 

91 THE CHIP SHOP BOYS 

Boo doo be doo. Oop) Tim Panting goes 
oil gooey over Betty Boo. 





96 COMPETITION 

Win an Olympus AZ 300 Super Zoom 
35mm Compact Camera from 
Accolade. 

98 SHORTS 

Ghouls 'N' Ghosts. Asterix Super 
Wonderboy Safari Guns and more - 

all short 'n' sweet reviews, 

1 06 STUFF 

Chris-Tos prezzies rci -•*(•. loathed in 
your life. Yuk! 

109 THE PRICE IS 
RIGHT 

Leslie Cfowther with this 
month's budget releases 

1 1 ADVENTURES 

The Diary Of Mike 
Gerrard Plus Gold Run 
solution. 



Your chonee f o enter and WIN £50,000 worth of 

prizes!' Look for the pull-out compo card between 
pages 66 and 67 NOW! 



117 YIKES! 

This month Bab Holness on 

the Gold Run, plus Give Or 
Take ond Black Shape. 



GAMES LIST 

Need to find a game in a hurry? 
Every single one is listed here in 
our ZERO quick reference guide. 

REVIEWS 

98 Asterix And The Magic Stem* 
Cotlel Vision 

89 Batman Ocean 

99 Clown O Mania Slarbyre 
99 Commando Elite 

24 F-29 Retaliator Ocean 
99 First Contact Microprase 
36 Hard Drivin' Domorl 
86 Ghosfbu iters II Adiviiion 
59 Ghosts 'N' Goblins Nintendo 
99 Ghoul* 'N' Ghosts US Gold 
1 00 Hound Of Shadow Electronic Arts 
89 Indy; The Adventure US Gold 
71! It Came FromThe Desert 

Cinsmaware 

98 Mindbender Gremlin 

100 Moonwalker US Goid 

109 Nigel Man sell's Grand Prix 
React 

101 Ninja Warriors Virgin Maslertronic 
84 Onslaught Hev-iDr 

89 Pewwdftft Adwsion 
1 01 Rock 'N' Roll Rainbow Arts 
1 04 Safari Guns Infao/ames 

44 Sim City Mograme* 

58 Spell Caster Sega 
1 01 Super Wonderboy Activision 

5 2 Switchblade Gre ml i n 
100 The Cycles Accolade 
104 The Third Courier Accolade 

3B Tower Of Babel Roinbird 
T09 Triton III Wicked 

66 Turbo Outrun US Gold 
104 Twinworld UbisoFt 
104 Twy lite Wicked 

89 Weird Dreams Rainbird 

PREVIEWS 

1 4 After The War Dinamic 

12 Don Dare III Virgin Masrerlronk 
14 Demon's Tomb Melbourne House 
18 Dragon Flight Grandslqm 

18 European Space Shuttle 
Cokte' Vision 

13 Full Metal Plane! I nfogrames 
16 Grimblood Melbourne House 

14 Heavy Metal Access 

13 Highway Patrol 1 II InFogrames 
16 Jumping Jack Son hfogrames 
13 Loom Luca&film 

48 Midwinter Microprgse 

1 3 Myth System 3 

13 Nebulous II Hewson 
10 No Exit Coktel Vision 

14 Overlandsr Elite 

16 Thatr Finest Hour Lucosfilm 
18 Ultimate Golf Gremlin 
16 Vauji hurilcan 
14 Warp Grand slam 
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r r-VETTE™ 

Spectrum H'rjldbyte 









Outstanding 3-D solid mode I ling 

graph", Accuro|e,.«nopping of San 
fnancito ^treats and la n$ mo its. 
Real mrjnoejvracilily Tetf 
performance factors of each 
Corvette, Varying difficulty levels 
Option to choose from 4 Corvettes, 
So get set, buckle up and re^ up. But 
a word of caution — dio n't be too 
reckless or you might leave more 
than your heart in Son Francisco! 



£34 99 
















DUNGEON MASTER™ 

FTL 

Step into the world of DUNGEON 
MASTER and see fantasy come to 
Lfe. Set in the depths or the 
mysterious underground, 
DUNGEON MASTER, puts you 
inside the most detailed dungeon 
ever created in software. Everything 
moves and works! Pick up objects 
wilh the mouse and take them with 
you or pick up the key "id try it in 
the lacked door, Maybe there's 
treasure on the other side or maybe 
there's hungry monster. 

£39-99 






OMNICRQN CONSPIRACY* 

Image Works/ First Star 
Software 

As a Star PqIk» Captain, its your 

job to keep the psacs in the 
Universe - OMNICRON is 

bogglingly complex. Search 
everything, search everywhere. And 
don't take no for or, answer 

£34-99 
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WOIFPACKT 
MirrorsohV Nova logic 

Take charge of either Allied 

destroyers or German U- Boats in 
this classic simulation of war at sea, 
With seven period scenarios, as well 
as a full construction set. 
WO Lr PACK lets you examine any 
aspect of North Atlantic naval 
warfare throughout me 1 939-45 
conflict. WOLFPACK is the most 
sophisticated submarine surface 
simulation EVER! 
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AMIGA & PC 



Get ready to experience the 

Horror and Ghny that was the 

battle of Aitsterlitz! 

The date is rhc 2nd December J 805. 
The placets a few miles east of Rrunn 
in tKc province of Moldavia. Ranged 
across the barren Pratzen heights are 
die forces of the Austro— Russian armv. 
Facing them, between Santon Hill and 
the River Roscnitz is Napoleon's Grand 
Armec. The greatest battle ever to be 
fought by France's 'Little Corporal' is 
about to begin. 

Using a unique system developed bv 
Dt Peter Turcan, AU5TERI.JTZ gives 
you the opportunity to relive that 
battle. The battlefield is represented on 
your screen in incredible 3D graphics. 
You can actually observe your troops a,s 
they move and fight their way across the 
terrain, 

Yimr orders arc written out for your 
Corps Commanders, just as they would 
have been at the actual battle, and then 
relayed by messenger riders. Of course, 
orders might be reinterpreted, ignored, 
or even fail to get to their anticipated 
destination, and even if they do arrive, 
it alt takes time - exactly the sort of 
problems faced by Napoleon and the 
Russian Oar Alexander on that cold 
winter day. 

Play AUSTERLITZ, and take ttp the 
chftiknse that jjivcj you the chance to 
rewrite the history hooks.' 
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SAVE FIVE 

QUID OFF 

TINTIN!!! 



Why buy a copy of 
ZERO'S first cover 
game Tintin On The 
Moon ot the retail 
price of £19.99, 
when you can 
buy it for 
£14.99 by 
£l taking 

f advantage 
T^ of this 

rather brill 
money saving 
offer, exclusive to 
ZERO readers? 
Infogrames is knocking 
£5,00 off the retail price of all 
1 6-bit formats of Tintin On The 
Moon especially for ZERO readers 
for a limited period of six months 
only. If you want to get a copy of 
Tmtin at this exclusive knock-down 
price, simply fill in the details an the 
voucher below, send a cheque or 
postal order far £14.99 made 
payable to Infogrames Limited and 
then send your money and voucher 
(or a photocopy) to ZERO Tintin 
Offer, Infogrames, Mitre House, 
Abbey Road, Enfield, Middlesex 
EN1 2RQ. It's a veritable bargain. 



£5.00 OFF 

TINTIN ON THE MOON 

Please send me [~] copy/ies of Tintin 
On The Moon at the bargain price of 
£14.99. I would like it on ST Q 
Amiga £J format and enclose a 
cheque/postal order far £14.99 made 
payable to Infogrames Limited. 
Send my order to 

NAME 

ADDRESS 



POST CODE 



Offer closes June 30th 1990. 
Available to UK readers only. Sorryl 



OVERDRIVE AT MICROPROSE 



1 
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The following preserf t Malcem Hftllon, 

After a highly successful year of 
acquisitions and high quality 
software, Microprose is gearing 
up to expand its empire even further in 
1990, not least by setting up a UK in- 
house programming team. 

"Previously, all our UK products have 
been co missioned from freelance 
programmers, and even the ST and 
Amiga versions of the Microprose 
simulations have been written in 
America/' burbled Martin Moth, Public 
Relations officer for Microprose UK. 
"But the new team will work at both 
original software like Stunt Cst Hac&r 
and fSVF and also on converting the US 



Dm Walter and Adrian Scatney. 

titles to the ST and Amiga, as 

programmers over here are much hotter 
with those computers. We'll have more 
say in the development of titles, and also 
much better simulation software for the 
ST and Amiga." 

Having got most of the Telecomsoft 
backlog of releases out of the way, 
Microprose is now slimming down its 
label quota, losing, according to one 
high ranking source. Firebird and 
Microstatus. Microprose is not the onJy 
software house beginning with the letter 
M confidently setting up in-house teams 
at the moment, according to another 
rumour. More news soon. 



ARC FOR ATARI'S SAKE 

— — ^— -i The software boys at Atari have 
m^* ~"r discovered that owners of, er, 

other computers have found the 
name 'Atari' a bit off- putting 
when buying their games 
(especially in Italy!!!). 
So Atari's UK software label is now called ARC, or 'Arc J , since it 
doesn't really stand for anything, although the scamps in the office had 
a few ideas. All the packaging has been redesigned with a spanking 
new logo, and this is what it all looks like. The games won't be much 
different though. 




SOUNDS A BIT FISHY 



E 



led'onic Zoo will be releasing, wgit for it, a 
goldfish ^mutation. Yep, there you'll be, 
flopping around helplessly from bowl to bowl: 
dodging the col, avoiding the killer algae, swimming 
past the monkey j monkey I???). Evidently all human life 
will be there, and quite a bit more besides. And the 
game is called... er... Chomp. 

Still, Chomp isn't entirely Electronic Zoo's respon- 
sibility, since it's licensed from US company Cosmi, 
Boss Stewart Bell could barely wait to tell ZERO lh& 
exciting news (well, we rang him} that the firm has 
signed up the veteran Cosmi - responsible for golden 
oldies such as Caverns Of Kafka, Slinky, and other 
immortal dashes from the ashes of yesteryear to 
release oil its forthcoming titles in the UK, 





news 



HUGE THINGIES 



L 



THE RUSSIANS 
ARE COMING! 



After the worldwide success of Tetris 
(still number one after 17 weeks in 
the Papua-New Guinea Full Price 
charts), commie coders are in vogue, 
and you only have to say "Da" 
before some eager software house 
is offering you 501* by me crateful. 

Now Herbert Wright and his 
modestly titled company Universe 
has jumped on the ox cart/ signing 
up the Great Pavlovski and his 
"potentially mas-sive" game Lupi. 
"Actually we'll have to change the 
name because I think it means 
something dodgy in German," 
mutters Herbert. The fact that it's 
crop probably has nothing 
whatsoever to do with it. 




evel 9's HUGE gomes are getting bigger 
and bigger. The Austins have been 
playing things close to their chest since 
abandoning the magic runes and the 
trolls of Tharg for ever, but it looks as 
though one of the new non-adventure 
games (developed using their system 
HUGE) will be called Champion Of The 
Raj. "We wanted to call it Defender Of 
The Raj actually, but we thought 
Cinema wo re might be a bit put out if we 
did/' said Pete Austin. They're also 
releasing The Wild West Gome, which is 
fairly self-explanatory - both titles won't 
be out until around Easter time. 

DRAGON 
BREATH 

Palace's New Year hopeful, 
Dragon's Breath, which up to 
three people will be able to play, 
is to have all the usual 16-bit elements, 
namely strategy bits, arcade bits, 
trading bits and 
role-playing bits, 
thrown in. The- 
re's a long and 
involved link be- 
twee n Drggo n 's 
Breath and Pop- 
ulous, which 
we'll let Pete 
Stone of Palace 
tell in his own 
words, since it is 
allfathercompli- 
cated. Over to 
you, Pete, 

"Well, the idea behind Dragon's 
Breath was conceived before Populous 
and some of Populous' ideas. sprang 
from the original idea for Dragon's 
Breath, but then they both evolved and 
became quite separate games. 

"Andrew Barley the Dragon's Breath 
programmer is with Bullfrog, Srnori 
Hunter who did the graphics, but he 
didn't do Populous and David Hanlon 
did the music on both," All clear? If not, 
write to Palace, not us, 




THE SILICA SHOP ST/AMIGA C0MP0 WINNAHS 



Right you con all stop ringing in now, 'cos here ihey are, the six winner* of the Brian 
Trubshaw Competition which ran in the pilot issue of ZERO. We hod hundreds of 
correct entries so we had lo resort to rhe tiebreaker for the ... ; 

person who shamelessly sent in the largest Monopoly money 
bribes to pick the final six to win the STs and Amigas 
supplied by SILICA SHOP/ZERO. 5o offer 23 nights 
solid of counting dosh the winner* ore; C.V, 
Redder from Bishops Storford, Herts [who sent 
m the largest bribe of £ 1 2,100, 1 88f; Adam 
Aldous from Norwich Norfolk; Lakhvir Rehol 
from Woolwich, London; Alan Ward from 
tolwyri Bay, Clwyd; Simeon Pearl from 
London and Steve Carter from Gillinghom, Kent 
A sparkling new ST or Amiga wiff be winging its 
way to the winners jusl in time far Christmas. 




ON THE 
GRAPEVINE 

am ond Mark, our fa to rise Da mark 
| duo, hove recently been ihe subject 

of some interest to hocks from thai 
esteemed defender of truth, honesty and big 
whommies News Of The Screwj . What!!? 
Dom ond Mark cai>ghl in bed with nubile 
bimbo perhaps? Strip Dominic 
Wheolley Poker, perchonee? Rude 
goings, on with ihe vibrating steering wheel 
in the Hard Drivin' cabinet No such 
luck, Apparently the raunchy rag is doing a 
feoture on computer gomes near to 
Christmas, and getting some celeb 
(inasmuch as ony cost member of flrooksj'de 
can be a 'celeb' \ lo ploy the games, That's 
what the Doms foid us anyway, but we 
wouldn't be su* prised if they are ' exposed' 
in some- fashion in a future issue. 

• Over at Ocean, where ihey sign up si* 
licensing deols before breakfast, excitement 
is running ot fever-pitch over the acquisition 
of Battle Command, Realtime's follow-up 

10 Carrier Command, which features a 
lank rolher than oil that flying oboul 
molar key. Then there's Secret Agent, she 
Doto Eosl Coin<tp, coming to computer 
screen neor you in the next few months, and 
looking even further ahead, Ocean will" be 
serving up the sequel la F29 Reta Motor, 
about which Ocean's Gary Bracey is 
uncharacteristically vogue. "Er, yes,, well, it's 
ihe sequel to F29 Reta Jia for ,., F29 
Reta Motor II? Couldn'l tell you, I'm 
afraid." Thanks, Gory. 

• One 'number two' which is o definite, is 
Firebird's Rick Dangerous II, for which 
the monickers are going on the dotted line. 
The little black squares ond ffogs ore slowly 
being filled in for Roinbird's UMS II as 
well. Expect Datasrorm II and Lancaster 

11 sometime next year, and also, following 
Ihe success of Xenon II, a second 
Mirrorsofl gome featuring a soundtrack by 
Bomb The Bass, 

• US Gold has lold us of its nev^ departure, 
namely non-ficenced software The 
programming pixies have, apparently, been 
beaver i fig away on several original titles. 
rhe first to be released in the New Year 
being Knights Of The CrystalMon a 
son of role ploying jobbie, by all accounts. 
Well, by the one account, gnywoy, 

• Everyone has heard that 32 percent of 
Speelrum owners have a CD player, haven't 
they3 Well following Ihis earth shattering 
'definitive research' the munchkins at Code 
Masters have put qui a CD of 30 of their 

..... » C-*. f A I ' ■ _ I- I ., 
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^able to connect your CD player lo your 
computer. Why the hell onyone with a CD 
player would ever buy Codies gome is 
beyond us, but there you go. Let ZERO be 
the very first lo tell you however, that the 
Kindergarten crew plon to produce a 1 6-bit 
version for Christmos l oo 0. So long as 
Code Masters has written 30 Id-bit games 
by next Chrisimos, that is. 



Oil written and cempiUd by Chrlttfnn frskln* 
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THE SEVEN GATES OF JAMBALA 

Escape from the caves of Jambala in this fun-filled jump and run game with stunning graphics and 
sound. 

You will face a labyrinth of caves which not surprisingly hide a host of inhabitants, good and bad, 
treasures, puzzles, magic spells and many hidden screens. 

If you are lucky enough to find all 7 pieces of the missing magic wand and reach the last city you 
will finally have the chance to escape from the labyrinth, 

A fascinating voyage of discovery through an unknown world of fantasy. 



©1 989 Grandslam 
Entertainments Ltd/ 
THALION GmbH 
Grandslam House 
56 Leslie Park Road 
Croydon Surrey CRO 6TP 





AVAILABLE ON 

AMIGA £24.99 
ATARI ST £19.99 
C64 DISK £14.99 
C64 CASS £9.99 




WARP 

Destroy the energy stations In 
this action filled shoot-em-up. 
At the end of each com 
level you must guide 
craft through t! 
a 3D flight se- 



need si 



AVAILABLE ON: 
AMIGA £24.99 
ATARI ST £19.99 




01 989 Grandslam Entenainm 




DAN DARE III 



Gree 
games than 
stuffing and 
turkey? Then 
check out what 
you'll be playing 
through the 
bleak midwinter 
when your pals 
are out building 
snowmen and 
getting frostbite, 
in the ZERO 
previews pages. 



W ell r well, well. Its Dan Dare Hi. 
But what on earth happened 
to Dan Dare's I and II? They 
don't exist, that's what- well they do 
exist actually but only in 8-bit land (i.e. on 
(tie Spectrums and Commodore 64s). So. 
for 16-bit owners, this is actually Dan 
Dare I. (Confused? We're not). 

So who exactly is Dan Dare? He's a 
'pilot of the future', that's who. 
Unfortunately for Dan though, he was 
conceived way back in 19S0, when 





Oh no, It'i a gigantic teapot from HctIL f Ither fhaf or 
come fart of molecular transporter. (ST screen) 

everybody's idea of a 'futuristic' 
spacecraft was a giant vacuum-cleaner 

attatched by string to a Massey 
Fergusson tractor engine. In this miracle 
of future technology, he got to fly around 

the solar system taking 
pops' at his arch enemy, 

the Mekon (leader of The 

Treens - an alien race 

that lives on Venus). Dan 

eventually found himself 

out of co mission, 

however and was frozen 

in suspended animation 

for ages - but now he's 

out again and Virgin 

Mastertronic has got its 

programming hands on 

him. The game's duo out 

on ST and Amiga but we 

had a pre-release gander 

at the ST version. Here's 

what's been done. 
It seems that Mr 

Mekon has captured Mr 

Dare and is holding him 

captive inside his giant 

satellite thingy which 

orbits Venus. At the start r 

Dan has just escaped 

from his cell and is about 

to try to escape from the 

satellite itself and return 
to good old Blighty for Earth, at least*. 
He's been lucky enough to locate a little 
'on-board' spaceship to take him there, 
but guess what? The spaceship hasn't got 
any blinking fuel. Dan's got to find some. 
This fuel, in jerry-cans, is deposited 



satellite. As you can imagine, getting 
Dan's mits on these much needed items 
isn't so easy. The interior layout of the 
satellite just so happens to be about 
12,000 times more complex than 
Hampton Court Maze - but unlike 
Hampton Court Maze, it's populated by a 
whole host of alien nasties (the Treens) 
who are trying to kill you. Luckily for Dan 
(and therefore you I, he's in possession of 
a nifty piece of fire-power: a gun which 
has three levels of effectiveness, as in R- 
Type (the longer you hold 
down the fire-button, the 
more intense the blast). 

To help make Dan 
more powerful, there are 
computer terminals 
scattered about. Log onto 
one of these and you'll be 
able to buy yourself some 
rather natty weapons - as 
long as you've killed 
enough Treens and have 
the dosh. Also scattered 
about are tele port 
terminals. These, as, allow 
you to, erm, J teleport' 
through the levels. In Dart 
Dare Hi, the idea is to kill 
everything that moves, collect everything 
that isn't welded onto the sides of the 
satellite, teleport to every single available 
location and you should soon be in the 
position to blast off, earthward bound. 
Did we say soon? Well, the game's quite 



big r so maybe that's a trifle optimistic, 




A Molten Sunday driver. (ST screen) 

All this goes together to make Dan 
Dare til look like it's going to be a 
thoroughly absorbing, very mappable 
shoot 'em up with the emphasis on three 
things: (1) action, (2) payability and (3) 
spaceships with tractor engines thai go 
'phut, phut, phut'. 



WHAT'S WHAT 



Dan Dare III 




Virgin Mastertronie 



ST/Amigo £19,99 
PC £24,99 



ST/Amigo/PC 



willy-nilly over the five levels of the 



RELEASED 
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NEBULUS 2 



fter the absolutely brilliant, 
i. as founding Nebulus I 
comes.., Nebulus 8. Well Nebvtus 
2 actually. And not before time. 
Ol Pago (you remember him 
from Neb J ) has bounced back to 
Nor, ready for action. But this time 
he's nol armed with his pogo stick 
'cos he's got a helicopter at his 
disposal, which is actually pretty 
useful in a world with barely 
room to land a Harrier Jump Jet. 




LOOM 



▲ Great guilds of fire! In the myth- 
ical world of Loom the Black- 
smiths, Glas smokers and Weavers 
Guilds are the boys in charge. 

Bobbin our hero, belongs to the 
Weavers' guild. (How did we gwss? 
Ed.) But oil the elders of his guild 
have gornoff and left him - was it 
something he said? Anyway, 
completely fed up of his own 
company, Bobbin decides to go in 
search of his elders. Armed only with 
a distaff which detects and weaves 
magical spells, Bobbin wanders off 
en an arcade adventure along the 
lines of Lucasfilm's previous 
adventure hit Indy Adventure. 

The world of Loom is so different, 
that players will be introduced to its 
lores and customs via a taped drama 
which comes complete with the 
game. Apparently professional actors 
were used to produce the tape. 
Presumably they all belong to a guild 
of actors and are all called Larry. 
9 Amiga and ST versions should be 
out from Lucasfilm at the same time 
as Cad bury 's cream eggs! 



Ace programmer John Phillips 
has come up with another 1 6 
fiendish towers packed with 
action, slides, ladders, multi- 
platforms, multi-directional ports... 
(Sound's like Castie Rathhone, Ed,} 
and basically everything you need 
to make you give up steam 
pudding For life. 

• Out on both Amiga and ST from 
Hewson. But you II have to wait 
till May though. 



FULL METAL 
PLANET 

▼ First there was Full Metal Jacket, a 
film about the Vietnam war. 
Everyone was amazed. Then there was 
Full Metal Planet, a computer game 
about mining and everyone was 
confused- We thought there was about as 
much chance of finding ore in a metal 
planet as there is of finding a job in 
Liverpool, IQooh. Bit of politics there.) 

Anyway, in Full Metal Planet your aim 
is to dig for ore. If you can't be fagged to 
dfg for ore, you can always swipe it from 
rival companies. Mine it for yourself if 
you want, but why bother? It's so much 
more fun to steal it. And while you're 
doing that, you might as well blow up 
your rivals' expensive equipment. . well 
why not? That's what it's there for. 

After that it's a case of fire retros and 
let's get the hell out of here before the 
Tax Inspectors arrive. 
• Out now from Infogrames on ST r Amiga 
and PC at E24.99. 




HIGHWAY 
PATROL II 

▼ Have you ever felt inclined to grab a 
microphone and shout "Car 47 

calling HQ- Am in pursuit of criminals 
heading South." You have? Well you 
need help but while you're sitting in the 
therapist's waiting room you might try 
out Highway Patrol II, a 3D driving 
simulator from Infogrames. 

Jump into your patrol car and patrol 
the streets looking forcrims. If you spot a 
target then go hell for leather to head 
them off. HQ will keep you informed of 
what's going on, and information will 
also be displayed on a road map. 

High speed chases and nice uniforms, 
it must be a great life on the force. As the 
well known saving goes, you're never 
alone with a truncheon. 
• Infogrames will be feeling your collar 
for £19,95 for ST, PC and Amiga formats 
later this month. You're nicked son! 
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MYTH 

A It's no easy life being a hero. You 
j^L get home from a hard day at the 
office, slap an a Julie Andrews' 
Compilation Video and prepare to go all 
ethereal. Then the phone rings and 
someone orders you back into the past 
la save the world by last Tuesday, so off 
you go to stop that evil god Cameron 
changing all the good gods to bad. 

Fighting your way through different 
time zones you'll have la deal with me 
following motley crew; Ramans, 
Greeks, Trolls, Goblins but not thank 
heavens, singing nuns. This graphic 
arcade adventure is full of action as 
well as lots of clever little pun ley bits. 
Just moke sure you have your Greek 
phrase book and Collins Guide to 
Mythology before you start playing, 
• Legend has it that System 3 will be 
letting loose the ST and Amiga versions 
this month at a princely sum of doshJ 
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Virgin 

RED STORM RISING 

Micro prose 

HAWAIIAN ODY5SEY 

SubLogk 

T.V. SPORTS FOOTBALL 

Cine ma ware 

SUPERWONDER BOY 

Activision 

STUNT CAR RACER 

MicroStyle 

FAST LANE 

Artronic 



WARP 



> Crime eh? It's the only way to 
make an honest living these 
days- But what does on honest 
criminal (i.e you) do when, having 
stolen the fastest spaceship on 
Earth, he sees a host of evil Myrons 
about to blow up the planet? Well 
you high tale it to safety, don't you? 
No, unfortunately you don't. Instead 
you set out to destroy all the Myron 
power stations before they energise 




and blow up the Earth, These 
stations are spread over 10 fast and 
furious levels of 16 directional 
scrolling United by 3D warp tunnels. 
Good lord, all this trouble just to 
pull the plug 'out. 

• Grands lom '* offering should be out 
by the time you read this on St and 
Amiga at £19.99. 



DEMON'S 
TOMB 

▼ You jusl can't relax anywhere 
these days. Settle down in rural 
England and what happens? You find a 
scholar of Egyptology butchered in an 
archaic tomb, Yikes! 

In this riewie from Melbourne House 
yau most track down the killer of the 
petrified Egyptologist and unravel an 
ancient mystery before you find 
yourself ending up as someone's 
Sunday lunch. Give us the hustle and 
bustle of city life any day. 
• Get it now for C24.99 on all formats. 
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AFTER THE 
WAR 

▲ Down town Manhattan is not 
exactly the safest place to hang out. 
Especially after a nuclear holocaust. But 
that's where you'll find yourself in this 
latest release from Spanish software 
house, Dinamic. It looks like it's gonna be 
a rather meaty shoot 'em up. Blammo! 
• On ST Amiga and PC AFW is £24.99 - 
better than a can of corned beef any day 1 




Krishna* - a time of Hi. 

stuffing and good tidings rv an 
men, A time of pressies, Christmas 
puds, buying tank sims like Heavy 
Metal and blowing the tracks: off 
all your friends. 

Following in the tracks of Tank, 
Heavy Metal gives you the chance 
to practice all your killing arts in a 
3D world of land and air combat. 
Lead from the rear (hem) and 



OVERLANDER 

► VWRRRROOOOOMMM! 
Elite's latest coin-op 
conversion should be racing 
onto your Amiga in January 
next year. As you con see, it's a 
beat 'em up and a thumping 
bargain at £19.99. Actually, 
that's a lie. No, not the price 
you fool, the beat 'em up bit. 



opponents nw. inert, <_. 
Christmas spirit has overcome you, 
join the chaps, down on the battle 
front and chow them how it's 
done. Give 'em all hell with 
Abram's tanks and fast attack 
vehicles and still be home in time 
for the Christmas Day Bond film. 
4 Out now from Access on Amiga 
and ST, priced at a mere £19.99. 
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IBM PC 

ATARI ST 

AMIGA 

CBM 64 CASS 

CBM 64 DISK 

SPECTRUM CASS 

SPECTRUM +3 

COMING SOON! 
AMSTFAD CASS 
AMSTFAD DISK 



£24-99 
£19-99 
£19.99 

£9.99 
£14.99 

£9.99 
£14.99 
i 

£9.99 
£14.99 
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©SHADOW OF THE BEAST 
Psygnosis 
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Ocean 

OH ILL STAR 
A.D.&D, 

©ALTERED BEAST 
At ti vision 
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It's no fun inheriting a castle 
when you know thai lurking 
within its walls, is an evil murderer 
who has knocked off most of your 
ancestors. {Well what do you expect 
if you give a castle a daft name like 
Gr'tmbloodi) As the astute, young 




Earl Maximus, you must discover 
the murderer before his knife 
discovers your vital organs. 
Nobleman turns detective? Rather a 
case of "Earl©, earlo, earlo, what's 
goin' on 'ere then?" {Ouch!]. 
• Another in-depth strategy 
adventure game from Melbourne 
House. Go searching for it on all PC, 
ST and Amiga, price £24.99 - you'll 
need to buy it. 
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JUMPING 
JACK SON 

▼ What goes "Jumping Jack Flash it's 
a... Yikes! Splat!" Give up? It's a 
world conquered by Wagnerian bozos, 
rather a case of Roll Over Chuck Berry, 

Jumping Jack Flash's son Jumping 
Jack Son is the last Rock 'n' Roller and 
only he can make sure the song remains 
the same, to do this he has to track down 
alb the classic rock n' roll records and put 
them where they belong, which is... er... 
gn the juke box. 

Jumping Jack's enemies are monsters 
which are more infernal than listening to 
all Beethoven's Symphonies played at 
once. If Jack can overcome them and 
collect hits by Chuck Berry. Jerry Lee 
Lewis and the like, then he'll have to face 
the ultimate challenge; to find the record 
Elvis gave his mum for her birthday. This 
record is the symbol of hope for those 
who helieve in Rock 'n' Roll. (It contained 
two ballads, akcheiloi. Resident 'El the 
PeT expert) [Gosh that's interesting. Ed.) 
Looks like 'rawk 'n J roll' is here to stay. 
• Infogrames will be releasing Jumping 
Jack on Amiga and ST real soon. 




I ucasfMn* is soon to 
an air 
combat simulator 
allowing you to relive 
the Battle of Britain. 
Grit your teeth, strap 
on your handle bar 
moustache and reach 
far the skies. 

If your cup of tea is 
shouting 'Tally h* 
Ginger, bandits at 
three o'clock, let's da 
it far Vera Lynn' and 
flying Hurricanes and 
Spitfires in action and 
oven in action replays, 
you'll be made up. It 
shouting 'Achtung, 
achtung spiff airan' is 
more your gloss of 
scnapps then you can 
fly Messerschmit* 
Me 1 09s and Junkers 
68*. 

• Chocks away on ST 
and Amiga some time 
In March then chaps. 
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VAUX 



▲ There's no business like... well 
like business really so 
budding capitalists might like to 
try out Vaux, a futuristic game of 
wheeling, dealing and shooting. 
Yes shooting. Getting to work in 
the 21 st century is not simply a 
matter of hopping onto a number 
37 bus. First you've got to bottle 
your way past pirates, police and 
rival traders. After that you've got 
to negotiate a 3D docking 
procedure. Only then can you start 
trading in your commodities in 
order to raise enough money to 
buy out everyone else. 

But even buying things tan be 
dangerous. You shouldn't mix 
radio active fuel with fresh food or 
livestock for example, should you? 
You should? Oh dear, in that case 
you'll probably not have got this 
far anyway. Not to worry, there's 
always that job on the buses. 
• If you fancy a bit of fun for 
£24i95 on either ST or Amiga then 
Hur ikon's Vaux may be just the 
bus ticket! 
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AMIGA £19.99 

CBM64CASS £9.M> 

J CBM 64 DISK £14. 

SPECTRUM CASS £9. 

I SPECTHUM +3 £14.99 

/ AMSTRAD CASS £9.99 

. AMSTRAD DISK £14.99 
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▼ "Imagine there's no wizards/It's easy 
if you try/All the magicians gone 
missing/And no Dragons in the sky". If 
that wasn't a No-One smasherooneee in 
the world of Dragon Fiight\\\er\ it should 
have been, "cos it describes their 
problems pretty well. Without all this 
wisdom and free fire lighters, everyone's 
giving each other a good old kicking. To 
bring peace the Four Heroes of Dragon 
Flight must rediscover the lost magic and 
find the fate of the dragons. To do this 
they have to battle through 20 levels of 
interaction, role play action and just 
about every other sort of action you can 
think of. Scenarios show a bird's eye view 
of the towns, a 3D view of the dungeons 
and profiled conflicts with enemies, 
monsters and presumably, monstrous 
enemies. Not surprisingly it comes on 
more than one disk. But what we want to 
know is, whatever happened to Puff? 
• What we also want to know is when, 
what and how much? Soon, on ST r 
Amiga and PC, price £24.99- 




NO EXIT 




EUROPEAN SPACE SHUTTLE 




▲ Remember those happy days at 
school, running down the halls 
with the school bully breathing 
down your neck? And where did 
you hide? In the loos of course 
(which was rather silly 'cos that was 
the first place anyone looked). 

Now Ego, the hero of this game, 
may be weed, but he's a whole lot 
smarter. Instead of a toilet, he hides 
in an immense black hole Inside this 
hole is a path spiralling upwards to 
the only exit. Up this narrow path a 
man must walk, armed only with a 
hammer called inferno (Coo), 

Ego has to complete 13 tests. 
each more difficult than the last but 
each increasing his strength. Most 
dangerous are the half animal, half 
robot monsters called,,, 
Monsters(Hmmm). If you can take 
on this lot then you're tough enough 
to take on any bullies, and could 
even set up as a bully yourself. 
# Another offering from Coktel 
Vision at £19,99 on all 16-bit 
formats - out soon! 



FOOOOOOOUUUURR! I Good that's got that out of the 

way. Mow let's say some something perceptive and 
intelligent about golf- Like-- erm... ooh what nice trousers and 
where did you get that hat? 

Fortunately the chap? at Gremlin take their golfing, to say 
nothing of their trousers, rather more seriously. Ultimata Golf 
involves up to four players in a highly detailed golfing 
simulation. Accurate 3D models of real courses have been 
developed and there are loads of elements to be taken into 
consideration before you even tee off, like vegetation and 
weather conditions. Now where's the three iron 7 
• Tee off with Gremlin for C2A.99 on ST, Amiga and PC. 



here are those who think that travelling in a European space 
I shuttle is about as safe as accepting a lift from Ayr ton 
Senna. However if your bladder's up ta it, then this game gives 
you the chance to earn your living repairing satellites and going 
on interspace excursions. (Oooh goody - who's bringing the 
sandwiches?) There's even the chance ta land on an enormous 
space shuttle carrier, provided you've not come a cropper in 
some inter galactic pile-up, with all the crap previous space 
missions left behind. 

• Out from Coktel Vision on ST, Amiga, and PC at £24.99. Not 
for the incontinent. 
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GAZZA'S SUPER SOCCER - SIMPLY SENSATIONAL 




Superb fast action gameplay featuring real teams ''orn the Football Leagues. 

Each team defined with the correct strips . 

Create your own superleagues, cup competitions and build your strongest squad. 

Each player in the team has his own characteristics- skill level, speed and 

style of play. The skill level of your team can be improved through playing well, 

Realistic ball control allowing you to chip over, curl round or dribble through 

the opposition , The u nique " Boot-O- Meter" enables you to vary the strength , height 

and spin of any kick. 

$ Full control of corners, free hicks and goal kicks. 

# Heading, lackling and fouling. 

s£ Full, realistic control of goalkeepers. 

*fc Superb one or two player acta , 

Play in a whole range or league, cup and practice matches or just practice 
penalties, free kicks and corners. 

The Country 's most exciting computer game, endorsed by the country 'a most 
exciting player! 

"Don't forget, buy Gazza's Super Soccer. It's the No 1 Computer Game " 

Available for Amiga, Atari ST, Spectrum, Amstrad and C64 



4 THE STAWIOTS, miNDON. NORTH TRADE QENTFE, BASILCON . 
ESSEX SStS 6DJ TELNd fOasejMllM FAXNft |026fl)Ht125 
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Journey into Ihe past and explore the fascinating culture,, the diverse personalities, and the intrigu ing events 
of the ancient Orient, Recruited by Moebius the Wl NDWA L KER , you begi n as a lowly fisherman, but soon 
rise to the heights of wisdom and mastery of the martial arts. Possessing the discipline of a leader and 
the Spirit of an adveniurer, you've dedicated your life to the pursuit of virtue. 
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We create worlds': 



IBWCOMFATIBLE VERSION IBHACQMPATIBIE VERSION APPLE VERSION 

Available for: IBrA/Tandy/compotibles, Commodore C-64/1 28. Apple II series. Coming soon for Amiga aid Macintosh. 
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SCAPE 



For further information on Mindscape products and your local Dealer, tonfact: 
Mindscape International Limited, PO flax 1019, Lewes, East Sussex BN8 4DW. Tel. (044 4B6) 545/547, 



letters 




At lost - ZERO has got itself a 
tetters page. Yes: 1 know 
there's Block Shape in the 
Yikest section, but that's an 
'alternative letters page', so it's not 
the some thing at all (especially as 
it's full of letters about things like 
'the availability of Rainbow 
pyjamas' and stuff ). Don't worry 
though, write to me, Tim Panting (the 
Editor) at The Letters Page, and you'll 
find that we're actually quite a 
sensible magazine after all. Right, 
here goes for this month... 

PYJAMARAMA5 

Regarding the availability of Rainbow 
pyjamas in Issue Two of ZERO, (Oh no. 
Ed.) You said these rather important bits 
of 'bedtime kit' could be purchased from 
Harrods. Well you were wrong; I phoned 
Harrod's underwear depart me tit and 
they didn't know what I was talking 
about - in fact I got cut off 1 rather rudely) 
in the middle of a sentence. I demand 
you tell me where one can buy them. 

Timothy Steverft 
Redhill, Surrey 

Demand all you like matey, but ( simply 
haven't got a due - maybe you could try 
Thames TV {if anybody knows, they wilt). 
Oh, and this letter closes the Rainbow 
Pyjama Saga'. Okay? Ed. 

PYJAMARA (— SNIP) 

About the Rainbow pyjamas..- (snip). 

Peter Carter 
Grovesend, Kent 

Warned you. Ed. 

AN RAF CHAPPIE WRITES 

Sorry this is handwritten, I'm supposed 
to be working at the moment (don't print 
that, for God's sake}, (Whoops, sorry. 

Ed.) Seeing as I've used all my stamps 

entering the competitions, this will have 
to be a hints/tips/congratulations letter 
combined - for you to use as you see fit. 

Anyway, to get to the point, well 
done on a great new mag al a realistic 
price. It's good to see reviewers with a 
decent sense of humour (I really enjoyed 
the Falcon head to head bit). Talking of 
Falcon, here's a couple of tips you'll 
probably know already: pressing CNTRL 
and X gives you n ne extra AIM 9Ls plus 
500 rounds of ammo (500 rounds only on 
the mission disk). On the subject of the 
mission disk, leave the tanks until the 
end of your chosen mission - they'll be 
parked on your airfield when you return 



and are easy to take out (providing you 
haven't wasted all your Mavericksf. 

Right. Back to the letter/congrats bit 
(About time, I almost stuck this in Crystal 
Tips. Ed. ) Please don't print hundreds of 
'my computer's better Than yours' letters. 
Personally I own an Amiga and like it 
(most of the time) and it can make nicer 
noises (some of the time) than an ST r but 
I wish I could pay a fiver less for software 
and not have to wait as long for it to be 
ported onto my machine. (Oh, sorry, I 
mean re-written). Anyway, that's all, I've 
got to go and make space for my new 
stereo, video and scalextric set. (Not 
forgetting, of course, my T-shirt). 

Keith Lee 

RAF Marhom, Norfolk 

Of course we're not going to get drawn 
into the 'my computer's better than 
yours' debate - it's so biimmin' boring. 
However, t must point out that the Cray 
Super-Computer we have installed in the 
kitchen is 'better' than your Amiga - 
unfortunately it costs €800,000 a week to 
run. Oh, and you can't get any games for 
it either... but it is powerful. Ed, 

MORE PRAISE 

Congratulations on the mag, it's brilliant, 
as was the Amiga cover disk. The four 
page reviews are much better than other 
magazines around, and the Flying 
Tonight article was also brilliant. But 
what I want to know is are you going to 
go downhill after about ten issues (like 
Ace and The Games Machine did)? 

Glen Ross 
Portmahomack, Ross-shire 

We certainly are NOT going to go 
downhill after ten issues. We plan to start 
becoming crap from about issue six. Ed. 

WE'RE A BUNCH OF THICKOS 

(1) How did you come up with the name 
ZERO? Is it the sum total of all your IQs? 

(2) Congratulations on a refreshingly 
new, funny magazine. The trouble with 
most software reviewing mags is that 
they take themselves too seriously and 
restrict themselves simply to the 
software and hardware industry, never 
diversifying to even try to cover other 
subjects. I thought your magazine was 
just going to be 'one more banana in the 
bunch', but was pleasantly surprised at 
how varied and humorous the different 
sections were - including the reviews. 

Paul Ba umber 
Grimsby, Humberside. 

(V The mag was originally going to be 
called EIGHT, but as the most intelligent 
member of staff was killed in a car crash 
a month before the launch we had to 
recalculate. Thus ZERO. Well spotted. 
(2) You know what's going to happen 
though. We'll get slagged off by the other 
mags for 'being different', but then they'll 



try to copy us (and get it wrong anyway). 
Oh, and then Belgium will explode! Ed. 

A LENGTHY ONE 

Congratulations on ZERO. Overall it's 
brilliant and beats other Amiga and multi- 
format magazines hands down, 

Mark Wright 
Bangor, County Down 

Blimey, that was a long letter - 
congratulations on your tenacity, (think 
you deserve a rest now. Ed. 

DISK LOSS 

After unsticking my cover disk 
from the first issue of ZERO, I 
loaded up the game, and after a 
while took the disk out and went 
downstairs to watch Rolf's Cartoon Time. 
When 1 came back, the disk had vanished 
from my desk, I looked everywhere and 
had just given up hope when I happened 
to glance at the cover "If your free disk 
has come unstuck please ask the news- 
agent where it is," ft read, So, I popped 
down to my iocal newsagents and asked 
him where it was. "Why," he said, "It got 
pushed down the back of your desk by 
your eat." I went back and there was my 
disk - behind my desk, I gave my cat a 
right old telling off, I can tell you 

Justin Mason 
Ryde, Isle Of White 

To stop cats interfering with items on a 
cluttered desk, it's quite a good idea to 
sellotape ice-lolly sticks to ail four of their 
little legs. These 'mini fetine-splints' make 
clambering onto furniture difficult: in fact 
they make simply standing upright rather 
tricky. But don't try it at home - it's a job 
for 'professionals', Ed. 

OUTRAGE IN DUDLEY 

I purchased issue one of ZERO, and was 
appalled. It was full of profanity and 
contained numerous references to the 
size of the sexual organs of the male staff. 
( don't think of myself as a prude, but I 
feel that people buying a computer 
publication want to see sensible reviews 
and features - NOT sheer filth. Apart from 
this the magazine is quite good, and if 
you endeavour to cut back on the smut I 
might even buy an issue in the future. 

Andrew Watson 
Dudley, West Midlands. 

Oh, alright, you win. There won't be any 
more gratuitous swearing or phallic 
references. You have my word. (Believe 
that and you'll betlve any old crap J Ed. 



WRITE TO THE ED, 

ZERO, 1 4 RATHBONE PLACE, 

LONDON, W1P IDE. E^~ 

Star Letter winners I .. 
receive a ZERO T-shirt! LI 
All letters win a ZERO badge. 
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BUY THE BEST 



BLADE 



"Laser Squad is 

one of the 

best games ro 

appear" 

Commodore user 



"It's one or two 
player tactica 
warfare situation 
with great graphics, 
sound, payability and 
hooka biiity to boot. One 
player it's great, two 
players it's unbeatable.' 

BLADE SOFTWARE LIMITED 23 " 

BROOKLANDS NEW ROAD, ST. fVES, CAMBRIDGESHIRE PE17 4BG. TELEPHONE 0460 496497 

■/Variable: Amiga £19.95, Atari ST £l 9. 95, PC. £24.95, Archimedes £24 .9 5, C64rass. £9.95. C64 disk £19.95, Amscrad CPC cass. £9.95, Amstraddrik £1 

Spectrum cass. £9.95, Spectrum disk ET9.95 and MSX £9.95. 
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THE VERDICT 
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or the benefit of readers who 
have only just cottoned on to 
the brilliance of ZERO, and for 
whom this is a 'first issue', we've 
been rather nice - we're repeating 
the explanation of the scoring 
system. However, if you already 
know it off by heart, then you get a 
hearty pat on the bock for being a 
'regular reader', and are entitled to 
a free ZERO supermarket trolley.* 

Each month we'll be picking oui the best games 
available and devoting three or four Full pages to them. 
These BIG REVIEWS will have a basic run-through of 
the scenario and game genre r followed by detailed 
ireviewj of oil me different formols the gome is currently 
Ovoilobb on. Dotted about will be various boxes, 
containing useful information. THE VERDICT box is 
pretty straightforward, WJlti marks (out of tOO) 
awarded for Graphics Sound, Addktiveness 
and Execution. The first tfiree are self explanatory, 
but here's what Execution means. If means that you're 
going to be shot at dawn. No, it doesn't actually, urn. 
it means that (he programmers have been rather 
'clever' in some way or other. For instance, have ihey 
included some rather stunning graphics routines? Are 
they 'pushing back the boundaries' at all? Then they'll 
score quite well. The Final Score is the sum of these 
scores divided by four (roughly), and next to rhis is the 
Summary, which is o very brief critique of me game. 
There's a HASSLE FACTOR score (which is marked 
•out of 10|. Basically, a game wants \o score low here, 
as ihe Hassle Faclor is deductoble from the 
main score. Is there an unnecessary amount 
of disk swapping? Have the programmers 
been thoughtless and forgotten about 
something called 'playabiliry"? The Hassle 
Foctor box will let you know. Then there's the 
WHAT'S WHAT box. This will fell you, 
erm, 'what's what' - price, release date, all 
thaf sorf of stuff Any gome scoring 90 or 
more will receive the coveted ZERO HERO 
f t T award. Basically, games fhis good are a 

'must-buy' as far as we're concerned. 
Games thaf don't get the multi-page 
ireatmenf will still appea' in SHORTS, a series of 
smaller, but still equally valid and in-depth reviews. 
This month each Shori is, urn, shorter than usual - 
that's because of the omounl of games released at this 
lime of year (we had to squeeze fhem in somehow), IF 
a game is released an one format a while after it's 
appeared on the others, it'll find itself allocated to a 
DEJA VU (or already seen). Plus we'll give you an 
issge/poge reference so you can hunt back to see the 
original review. Finally, especially for those of you on 
the dole (who aren'f supplementing your income with a 
bit of moonlighting] there's THE PRICE IS RIGHT 
section. This is fhe budget bit, full of the kind of games 
that are kinder on the packet than others. Mind you, 
they only get an overall score, cos they're, erm, cheap. 

"No you aren't. 



1M 



CRITICS 1 CORNER 

Mime artists eh? What chumps they ore, to be 
sure. Pretending to be stuck fntide an Invisible 
box dntd oHier such silly things. Ptui. Why don't 

they pretend to be doing things that actually 

happen in real life? We asked eur cast ef critics 

to perform a 'proper' mime far us. 

Paul Laklni Paul plopped his hands in his 

pockets and slumped his shoulders forward. He 
studied the ground around his teet and shuffled 
backwards and forwards. Every so often he took 
his left hand out of his pocket and studied his 
wrist, Each time he did i his he appeared to get 
slightly more agitated, Again, we were defeated 
and had to ask. what he was doing. "I'm waiting for 
a bus/ he replied, smugly 

Sean Kelly; "You definitely won't get this," said 
Sean: and he was right. Firstly, he straightened his 
index finger, Secondly he extended his arm and 
labbed at something. Then he retracted his arm, 
put his hands in his pockets arid started whistling - 
while gating intently at the object he had just 'ma- 
nipulated' with such finesse. Have you guessed 
yet? No? Tell us, Sean. "IVe just switched on the 
kettle and I'm waiting for it to bail." Blinking Nora. 

Wing Ce Marcus ' Dinky' Berkmann DfC: 

Air ace Binky squinted at us through his manacle, 
sniffed, then agreed to 'play ihe game'. Crouching 
down, he wiped his forehead with the back of his 
hand and then, using a 'squat thrust',, propelled 
himself into the air, Urn, is it something 
aeronautic? we suggested. "Yes. The wizard tile's 
just shipped a bellyful ol flak, and I'm bailing out 
into Bosch territory." We should have guessed. 

Matt Biulby: "Oh, wonderful, it's just like drama 
school" burbled Matt excitedly. "Look, I'm a tree, a 
tree, spreading my branches higher - higher into 
the sky. So high, so high. My branches are,,," 
You're not supposed to tell us what you're 
pretending to be, you clot. "Oh, sorry," he said and 
repeated his actions, this time in silence. You're a 
tree, we announced. "Erm, no. I'm an explosion 
actually," he replied, lying through his teeth. 

~~\ Jackie* Ryan; "Oh goad- I'm in a drama group, 
and we were doing this 'mime lark' only yesterday." 
She proceeded to shuffle around Ihe room, dragging 
one leg behind her, Every so often she would stop, 
point and appear to exchange a couple of words 
with a companion, "So what do you think that 
was?" she quired. We hadn't got the foggiest, "It 
was a person with an injured leg visiting the ioo 
with a friend*. " Of course - silly of us not to guess. 



Duncan Mot Donald: Duncan, as always, got it 
wrong. First, he did the 'stuck in a box with invisible 
walls' routine. We explained (again} that the idea 

was to do something different. He disappeared, 
returned five minutes later and stood upright, very 
Stiffly, with his eyes wide open. After a two minute 
wail, he dosed one of his eyelids. It had been 
painted red, we noticed, "I'm a (raffie light," he 
proclaimed. We told him to go and take a rest, 

Jonathan Davies' Jonathan clasped his hands 
together in front of his chest, crouched duwn ever 

so slightly and wibbled his right elbow around in 
the air. He had a pained expression on his face 
and looked as if he was swearing, We give up, 
what are you doing? we asked. "I've just collected 
13 half-full coffee cups from the lounge and I'm 
trying to open the kitchen door with my elttow - 
end I'm dying to go to the toilet," Blimey, 

Mike Gerrord: "Great!" exclaimed Mike, "I bet 

you won't get ffrrs." He stood on 'tippy toes' and 

stretched his right arm high above his head- He 
performed a sort of 'screwy' motion with his 
hand, brought his arm back down, dropped some- 
thing, picked up something else, stretched sky 
wards again and went through another 'screwy 
motion', You're replacing a light bulb, we said. 
■"Oh," replied Mike. "Can I have another go?" No. 




Photos: Tony Slasp- 
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F-29 RETALIATOR 



A solid filled 3D lighter 

plane simulation from 

Ocean? Surely not? Surely 

'yes', actually. Duncan 

MacDonald and Jackie 

Ryan stropped themselves 

into the cockpit of a 

Hawker Harrier, stuck 

Ocean HQ's address into 

the autopilot, took off, 

pressed the wrong buttons, 

crashed, spent three weeks 

in comas, come round, 

spent a further three 

weeks in traction, two 

weeks convalescing and 

then hobbled despondently 

back to the ZERO office to 

have an in-depth look at 

F-29 Retoliator from the 

safety of a sofa... 



THE COMBAT ZONES 




We're In Hi* Middle East. You can 
toll because of the sand. 






Tally ha, off w* go. Oh no, I've 
forgotten my sandwiches. 



WHAT'S WHAT 


TITLE 


F-29 Relaliator 


PUBLISHER 


Ocean 


PRICE 


£19,99/£24.99 


FORMAT 


ST/ Amiga 


RELEASED 


ST/ Amiga: Out now 
PC; Spring 1990 



Aha. Europe. Sa lush- So green. 
So, erm, near. I'd barter climb. 



First there was Interceptor. Then 
there was Falcon. Then F-76 
Combat Pilot, F- 15 Strike Eagle 

and the Falcon Mission Disk. Blimey* 
what a lot -of 'F' words, and now we've 
got another one: F-29 Retaliator. So how 
will Retaliator 
measure up'? After 
all there's quite a bit 
of competition - given 
the pedigree of the 
aforementioned. 

The first thing you'll 
notice (and you don't 
really have to be very 
; observant) is that 
although this game is 
called F-29 Retatlator, 
there is actually 
another plane 
included in the 
package: it's an F-22 - you know, the 
weird looking one that's getting most of 
the publicity. Now, if Ocean was our 
company, we would have insisted on 
this game being called F-29 Retafialor 
{Oh, And An F-22 As Welt}. But 
unfortunately Ocean isn't Our company, 
so we can't. 

The game starts with the enrolling 
section. Like Falcon, the ranks range 
from First Lieutenant to Colonel: the 
higher the rank, the higher the difficulty 
level and the more points you'll score 
for each 'kill'. Then you get to choose a 
scenario, of which there are four (as 
opposed to Falcon's one). 






Arizona! Who could mistake tho» 
funny mountains, with no 'hats' on? 
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The Pacific Ocean, Blimey, there are 
s ow n tars on It. (Ship* actually. Ed. f 



THE SCENARIOS 

Arizona is your first scenario. It's the 

USAF Test Range, and is set in about 

1000 square miles. It's chock full of 
targets and remote-controlled vehicles 
for you to practice on. Luckily things 
don't fire back, so if you want you can 
safely cram your granny and auntie- 
Maude into the cockpit and listen to them 
gasp as you give them a taste of modem 
fighter-ace high-speed combat. 

Next up it's the Middle East. You're 
affiliated with a 'friendly' Middle Eastern 
nation, who is currently engaged in a 
fierce war with two other countries. The 
friendly nation's artillery is heavily 
outnumbered, although technically 
superior to its rivals. To succeed, three 
enemy planes must be destroyed for 
every one of your own. The war is on two 
fronts, with large tank battles to the south 
west and artillery exchanges across the 
natural river boundary to the south east. 

Or there's a slightly more watery 
scenario: namely the Pacific Ocean. 
The strategically important volcanic 
islands of Solomos provide vital Dil 
supplies, and contain the only deep sea 
port for 1000 miles in all directions. A 
small mil tary airstrip is located there 
with a squadron of ATFs (Advanced 
Tactical Fighters*. 

A military blockade by the enemy fleet 
has cut off all support to the islands, 
threatening your oil supplies. Plus they're 
toying with the idea of invading the 
islands. A sea-bound task force, led by 
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THE PLAHES 



VERY SECRET AVIATION THINGS 

NO. 1 : AN OX 

Wilbur and Orvllle Wright were 

not the first people to successfully 

attain powered flight. This feat 

w«t first accomplished In 1 794 by 

a bloke from Calais tailed Henri 

Formeiioire. Hit Iron-winged 'em- 
powered' helicopter achieved an 
airborne (pan of Win* five seconds 
before 'landing' at the haffOrtt of 

the t lift from which it was 
launched. Sadly, both Hanrl and 

the ox perished. 



the J.F. Kennedy, is steaming towards 
the war zone though, and guess who's 
on board? That's right: you! 

Finally there's Evropo (Hi* 
Ultimate Battle Front)'. This is s real 
biggie. A full scale conventional war 
across the heartland of Europe is 
beginning. All airfields, installations, 
factories and towns will be attacked and 
initial losses are expected to be heavy 
an both sides. Mounting enemy activity 
has been reported near the border. 
where an estimated 9000 tanks and 
three million soldiers have amassed. 
The enemy is expected to launch a huge 
assault on key border points, and its 
airfares will plunge deep into your 
country, crippling the infra-structure. 

Two enemy tank divisions have 
assembled along the border with huge 
reinforcements being drawn up from 
their rear flanks. The situation will be 
critical if the enemy tank divisions break 
through the border defences, as they'll 
plunge deep into your territory - 
threatening the industrial complexes at 
Buttgart, Nurgen and Cooerg, 

Well, Those are the scenarios. Choose 
one and you 200m through a host of 
other options, such as Pilot's Log 
iwhere you set up and save your 
status), Zulu Alert (which is a 'quickstart' 
unlimited weapons jobbie for non- 
realists), and finally you'll get to Mission 
Control, where you're provided with a 
detailed map showing the battle front, 
and a text description of the latest war 
events, regularly updated. 

YAHOO, CHOCKS AWAY,.. 

We're nearly ready for take off. Just a 
couple more things to do. First it's 
probably quite a good idea to select 
which of the 'wizard kites' yau actually 
wish to fly. Then you'll want to arm 
yourself (to the teeth, probably) with 
weapons. Air to air, air to ground, air to 
Venus - things like that. Wow, finally, 
you get to choose a mission from within 
the scenario you've already gone for. 
The higher your rank, the more 
missions will be available. There are 
absolutely loads of them, but we'll just 
give you an example of two {from the 
Pacific Ocean scenario)... 

11) The Leonid Brehznev has been 
sighted with a support ship. Locate and 
destroy, (i.e. sink a ship), 

12) A fierce Enemy counter strike has 
sunk three US ships and threatens the 
JFK, Provide air support and destroy 
the two enemy vessels. 

At last. It really is time for your 
'chocks' to be 'removed'. Wheeeee! 



IHE WEAPONS 
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ON THI COVER.) 
The F-39 travail 
faster than an 

Ah f tin Allegro. 
Over a thousand 
mile* par hoar 

faster, actually- 
Even with a full 
pay I sod It scrapes 
Math 15 {and 
that's without the afterburner turned 
an}. It'* pretty gaad at flying high as 
well and can cruise along, no problems, 
at 70,000 foot. This is especially handy 
when there are loads of Surface To Air 
Missiles on the ground - as these tend to 
peter out at high attitudes. The F-39 li 
also a bit 'handy' when it comes to 'nol 
being picked up by enemy radar', 
because of the staff It's made out of. The 
whole thing it so Incredibly complex that 
it's impassible lor a pilot to exploit all 
the modes by himself. Hmmnt. Quito a 
fab little plane, by any accounts. 



THE COVER. | 
The F-33 also 
travels mora 
quickly than an 
Austin Allegro. 
And, also unlike 
most Allegros, it 

has a combat radius 

of between 700 to 
910 miles without 
refuelling - more than enough for any 
mission. Just think, you could watch the 
end of Neighbours, hop into the plane, 
fly from London to the Stilly Isles 
(destroying Cornwall en route), and be 
back in London In time far Wogan (with 
Sue Lowleyi. The F-23 has Pratt A 
Whitney XF 1 19 engines, which have 
vectoring and reversing noxxles (which, 
combined with onboard campy tar 

systems, means the plane is rather ma- 
noeuvrable and doesn't need large air- 
brakes), Ves, It's gutte a neat aircraft. 
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Just Mm* of Hi* wtapom you'll 
be able to take tip with you 
{and preferably not bring back). 

AIR TO AIR MISSILES 

AIAAM FIR1 BOLT; Advanced 
Interceptor, long range 'fire and 
forgot' lobbies. These are the 
successors to the AIM 94 Phoenix and 
are probably the must sophisticated 
radar homing missiles In the wor l d. 
Range: 130 miles. Speed: Main 5. 

AIM 9M-R-SIDE WINDER: The latent 
and most advanced of this family, 
with an Imaging Intra red soaker. 
Range: 1 1 miles, Speed; Math 3. 

BACK- WINDER OX: Rear mount short 
range air to air missile. It fits aa 
your, or, bottom. 
Range: 6 miles. Speed; Mach 3 

AIR TO SURFACE MISSILES 

MRASM CRUISE MISSILE; Wahay, 
soma real 'kit' -a 'launch and leave' 
missile that files for a few 1 00 miles, 
bagging the landscape, before 
discharging loads of 'bomblets'. 
Range: 370 miles. Spoad; 050 mph. 

ASALM: Advanced Strategic Air 
Launched Missile. Effective against all 
forms al Surface target. Even Claire 
Rayner. Range: 70O miles. 
Spaed: Much 3.5 to 4,5, 

CSW: Conventional Stand -Off Weapon 
- can distinguish between tanks and 
law value trucks or dacoys. It has 20 
warheads which seperate over a wide 
area homing In an particular targets. 
Range; 30 miles. Speed: Mach 1.1. 



THE JACKET 






WING! WINGS WING! 

Recognise the jacket? Tow should 
da. We commissioned designer 
Russell Tate (whose Illustrated 
jackets already adorn some rather 
famous 'rock 'n' roll' backs) to 
actually paint this Retaffafor 
design onto the back of a leather 
jacket. Than we photographed it, 
sellotapad same wards onto it 
and, lo and behold - it's our front 
caver. {It's just a little bit more 
technical than that, actuatty. Fed 
up Design Ed.) But, um, we've 
finished with it now, so it's up for 
grabs. Te try and win it, simply 
answer the fallowing question (in 
not more than seven wards): 
Exactly how secret Is the F-29? 
Write your answer and address on 
the back of a postcord and mark 
the front with Send Me The 
Leathers Compo, ZERO, 1 4 
Rathbone Place, London W1P IRE, 
Tau'vo got until 31 Jan 1 090, 
when we'll mix the postcards up 
and pick one. Tally ho. 
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F-29 RETALIATOR 



MAD-DOG THFI 




Jack!*: Wow. If this is what 
flying's all about, I want to join the 
RAF! (Don't you mean WRAF? Ed.) 
Where are the application papers? Ah, 
here they are. Right: name. Urn, easy 
enough, Jackie Ryan. Date of birth? Er, 
(scribble scribble). Any of these 
diseases? Erm, nope, nape, nope, nope, 
nope, nope, blimey - 
I don't think I can get 
that one, erm, nope, 
nope, nope. Reason 
for wanting to be a 
fighter pilot? Urn, 
I've just had a go on 
Retaliator. Height? 
Aw ww www! They 
always gel me on 
this one. I know, I'll 
add a couple of inches - four feet three 
inches. There that should do it. Just pop 
it in the- post and then get back to 
Retaliator. Plop. 

Now, this game is good, Very good 
indeed. It's so massive that you can fly 
around bombing bridges and things, 
{That's what you're meant to do. Ed J 
There's a load of tactical' stuff at the 
beginning, and mare options than you 

could shake 
one of 
Douglas 
Bader's legs 
at, and you've 
got to know 
what 

weapons to 
take with you 
on each 
particular 
mission if you 
want to get 
medals and 



VERY SECRET AVIATION THINGS 

NO. 2: BELGIUM 

Belgium has the technology to 

build a low level strike aircraft 

which is capable al travelling at 

98 per cent of the speed of light 

(in short bursts). The prototype 

will bo utive iled of the 1 99 1 

Paris Air Shaw. 



them, the animation on the ST is 
marginally quicker - and as the Amiga 
screen update is so blinking good in 
itself, that means that the ST update is 
just tremendous. 

There's so much to shoot at. Boats for 
example, (Ships actually. Ed.) They're 
big, big, big - and there's even water 
turbulence coming from their sterns. 
The islands (in the Pacific scenario! 
even have little strips of yellow beach 
scattered around: so if you 'prang' your 
'kite' you can set the crate down and 
while away the rest of the war making 
sandcastles. Oh, and there are all sorts 
of other brill things as well - such as the 
railway lines: if you bomb a big hole in 
the track, the train actually derails when 
it reaches the crater. And once you've 
bombed something, it stays bombed 
(until you get killed 
yourself). Another 
'little touch' (and 
rne r e are loads of 
them) is the water 
surrounding the 
islands. It's light blue 
(shallow, sand and 
coral), as opposed to 
the dark blue of the 
deeper sea, It may 
sound obvious, but details like this 
really help bring a game to life. 

All in all, Retaliator is magnificent, 
The air-to-air combat got a bit hectic, 
but spinning out of control towards the 
earth isn't quite so bad when the 
scenery's so nice. What we have here is 
sort of a cross between Interceptor and 
Falcon (and then some). Brilliant stuff. 



See these arrows? They're 
painting te where the action 
■tarts te get 'Heavy'. That's 
right: It's en the front line. 




things. Once you're through all this, 
though (and you've memorised loads of 
keyboard buttons), it's take-off time. 

Cor, I love that take-off bit. I like 
switching to the rear window and 
banking hard to one side. It's just so 
much more fun than looking out of a 
boring DClO window when you're 
going on holiday to Turkey or 
somewhere. Plus your ears don't pop, 
and you don't get handed a plastic tray 
full of totally useless food. 

Everything moves sd smoothly and 
fast, that it really is quite realistic. In 
fact, here's something for ST owners to 
crow about. While the 'static' drawings 
on the Amiga have more colour in 



THE VERDICT 



GRAPHICS 



ADDCTIVENESS 



EXECUTION 



30 » 4Q • 60 « SO * 100 



A dg tiler- pilot simulator With 
real depth. Bui itisn'l boring - 

not by a long chalk. In laci it's 

absolutely fantastic. 





1 1 Well, hare I am. My very tint 
'sortie' deep into enemy 
territory. It certainly It, Ulfl... 
en e my- if h. Leek, there are my 
chum*, Algy and Binky. Oh dear, 
my butterflies are getting realty 
bad. What II I gat shot dawn? I 
might get hurt. Worse - I might 
be killed. 




3) {five minutes later). Wall, 
they didn't spat me leaving. 
Mind yew, ■ have turned my 
radla off, so maybe they did. 
Still, I'll blame It all an the radio 
anyway. I knew, I'll say that I 
received instructions to return te 
basa - but it was actually a 
cunning enemy 'trick'. 




S) Oh, It's 'clicked'. Of course, 
they're 'boats' or something. 
What was that 'remembering 
poem' they taught me? Um, 
"Cars go en the read. Kites get 
caught in trees. Planes ga In the 
air. And bent* go en the tma". 
Tup, they're definitely beats, 
alright. 




7) Oh dear, I've forgotten 
which of these button* makes 
those wheel thlngles cam* out 
of the bottom of the plane. Um, 
eeny, meeny, tnlny, me. Ne, I 
know it's not that ene - I used 
that earlier to make the engine 
go faster. Oh, maybe it's that 
one. I'll press It. 
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TH FIGHTER ACE! 




a) (20 Minute* later). Oh no, 
I'm waiting really bad lummy- 
ache new, I think I'd baiter go 
to Hie toilet. Surely Algy and 
Binky can cape on their awn - 
they' we gal enough weapon*, 
after all. They'll never notice If 
'peel off' and head far home. 
Tup. I'm eft. 




4) Blimey, leek down there. 
There are tame funny glanl 
aeroplanei an the water. Oh, 
heng on a minute, they aren't 
aeroplanes. Or art they? I 
never did do loo well in n»y 
aircraft recognition tail*. Wall, I 
did, but only bacavia I copied 
Binky' * answers. 




6) At lost, there's heme base. 
My tummy- a che's totally gaaa 
new. I wonder if that 
tand«aiKa I belli yesterday is 
still In one piece. Mm mm, hope 
Binky and Algy an alright. 
Mind yen, my 'story' will 
actually knit together barter if 
they both get killed. 




8) Blimey, it wasn't the right ane 
alter all. It made my seat go 
whooshing avt. Still, that funny 
blanket type thing thai was 
hidden In my rucksack teems to 
be slowing me down quite a bit. 
Oh. I'm going to land In the sea. 
New hew deei that 'doggy 
paddle' lark ga again? 






une: Well. What can I say? The 
I word 'Wheeee' springs to mind 

actually, but I'm sure real fighter 
pilots don't say things like that - I'll have 
to restrain myself to saying "Polygons 
ahoy" instead. Polygons are in fact very 
much 'ahoy' in this game: the ground 
details are beautifully, er, detailed 
(unless you happen to be about 30 
computer miles away from them, in 
which case there's a sari of 'dot'l*. There 
are gas plants, tanks, SAM sites., landing 
strips - the list is endless. Well, it's not 
quite 'endless', but you know what I 
mean: think of what you get in Falcon 
and double it. And, of course, there are 
the mountains and rivers and roads and 
railway lines - oh, and wait till you see 
the islands and ships, And all of the 
locations are bombable, although it isn't 
really a very good idea to destroy 
churches and hospitals. But then again, 
they don't fire back-,- 

Nearly all the views you could want 
are included in the game: satellite 
(better than the Falcon one), control 
tower (again better), left, right, 
backwards and forwards from inside the 
cockpit, and a fixed exterior view (unlike 



VEJty SECfcEF 

AVIATION THINGS 

NO. 3; VIRGIN 'AIR' 

Richard Branson manage! 

la beap the fares low on 

his transatlantic Virgin 

Crossings by (a, 
'thinning' his aviation 

tut I by mixing it with 

nail-polish remover, (b| 

Hsing 'r*-mavld' lyres an 

the undercarriage of his 

baaing 747s, and (c) 
Only having ane working 
angln* en each aircraft. 

{That's a pack at lies 
actually. IrfJ 



Falcon it always 
looks north, but 

you can zoom in 
and out - in 
magnify mode - 
to your hearts 
content), I'll teN 
you what 
Retaliator hasn't 
got, though, 
and that's a 
cockpit interior 
'look up' mode. Bit of a bummer in my 
opinion, as I use this a lot in Falcon. I'll 
tell you something else Retatiator 
hasn't got, and that's an in-flight 
cocktail cabinet, but I suppose they ran 
Out of memory space. What Retalt'ator 
has got, however, is brilliant action 
and a scenario depth that'll leave you 
gasping in awe: there are 99 (count 
'ern, 99J different missions. So, we get 
to the burning question:: "Is Ftetaliator 
better than Falcon?" The answer is no 
- it's the crappest game I've ever seen 
in my life, Actually, that was a little 
'joke': the real answer is Yes, 
Retatiatoi" is (a couple of little quibbles 
aside) even better than Falcon. And it's 
certainly much bigger. Basically, you'd 
be a bit of a prat not to buy it - unless 
of course you hate flight sims, in 
which case what on earth are you 
doing reading this in the first place? 
Go away at once. 



THE VERDICT 
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A bra nil new, and rattier 

brilliinl, litjhlftr/bDmDBr 
simulation - just what the 
doctor ordtrftd. Chocks away 
and [ally ho. 
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GREAT GAMES NOW 
AVAILABLE ON 16 BIT 

CodeMasters has moved in to 16 Bit! 
Superb quality games especially designed for 16 Bit computers. 



i TREASURE ISLAND DIZZY 

"DIZZY arrives on 16 Bit. Incredible 

payability, graphics and music - extra 
rooms/New puzzles and characters - 

Brilliant!!" 

I ADVANCED RUGBY SIMULATOR 
'The first real simulation of the world- 
famous game - it's all there . . 
conversions, touch backs, line outs, 
drop kicks, real tackling, scrum downs, 
throw-ins and all the rest! 



NITRO BOOST CHALLENGE 
Amazing payability! A brilliant 
simulation. Featuring fantastic desert 
car chases - power speed boat racing 
- frantic forest rallying and NITRO 
BOOST Grand Canyon jumping! 

PRO SKI SIMULATOR 
"A very sophisticated simulation 
indeed - realistic ski jumps and 
competitive two-player action - all 
enhanced with breathtaking graphics 
and excellent sampled sound effects." 



ATARI ST 
AMIGA 
IBM PC 



r i 




u 



S! Now you 
can buy high quality 
16-Bit games for 
only f 4.! 
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SEAL 

OF 

a 
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This seal Officially 
Guarantees thai 
CodeMaslfn has 

approved the quality 
of this product 



16 -BIT 



WE ACTION START5HERI 



CodeMasters, PO Box 6, Southam 
Warwickshire CV33 OSH 
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PHWOR! 

WORRA DISH! 



WIN! WIN! WIN! 



A Stupendously Brilliant Amstrad Satellite Dish With Remote 
Control Giving You Access To Thousands* Of New TV Channels! 
PLUS Ten Copies Of Wild Streets From Those Incredibly Nice 
People At Titus. 

■*r„, well, about eight, actually 

Any pico second now; Titus will be releasing Wild Streets, a scrolling beat 'em 
up featuring 30 levels of good ol' sock it to 'em action, where armed only with 
/our fists, you must go off in search of the Chief Of Intelligence who's been 
kidnapped by the Mafia. To celebrate this 'happening' happening, Titus has stumped 
up a fab Amstrad Satellite Dish and Receiver plus remote control for one winner, 
along with more than nine (so that's urn.., ten actually) copies of Wild Streets the 
game for the runners up, And if you've got a dad who whips out his electric tool at 
every given opportunity, don't worry 'uejs Titus will even pay to have it profession- 
ally installed! All you'll have to do then is sit back and decide whether to watch 
another seven hours of MTV or women's wrestling on the Lifestyle Channel. 



DISHING THE DIRT 



If you fancy winning this rather spiffing prize (whiclTII give you access to trillions of 
new TV shows every week) you're going to have to prove you know a thing or two 
about the ol* goggle box and 'dish' the dirt on some of the 'wild' streets that have 
appeared on it in the past. 'Cos we want you to take a peek at the characters pictured 
Opposite, identify them and then name the TV streets in which they live. Sq for 
example, if you think that picture A is Mrs, Mangei from Neighbours, then write 
'Mrs. Mangel From Ramsay Street' next to A in the coupon and so on. 



NEXT... 



Once you've sussed that out, fill in the form, send it to 'Bring Back Hilda Ogden 
Compo' ZERO, 14 ftgthbone Place, London W1P IDE, Aril make sure 
your entries enter the orbit before January 31st 1990 or they'll be removed from the 
programming schedules altogether. 



I'm street smart. The characters and the streets they live in are. 



o 
o 
o 



NAME 



ADDRESS 



ZIP CODE 



My computer is„. 



STREET LAW 



• Any employee of Dennis Oneshots Ltd or Titos caught trying to 
enter this compo will be slowly roasted on an open fire. 

• Any entries received after January 3 1st 1W0 will be used to make 
a papier mache giraffe* 

• The Editor's decision is final. No messing whatsoever. 




ty 




MMACULATE< 



Ever wondered how that computer gome 
sitting snugly at the bottom of your 
^^_ Christmas tree on Christmas 
P morning actually got there? 
* Fearlessly probing John Minson 

asks the dreaded question... "Mummy, 
where do computer games come from?" 
and discovers the intimate secrets behind 
the conception and birth of Ocean's 
Christmas release, The Lost Patrol. 




Twas the night before Christmas and all through the house, 
nothing was stirring... 
Except for a programmer busily trying to complete a major release 
which had to be under several hundred Christmas trees the next morning. 

Every November the annual trickle of computer gomes tumbling onto 
the shelves of your local computer emporium, turns into a veritable torrent. 
Every software house in the world wants to get into your Christmas 
stockings and stand at the end of your bed on Christmas morning. But as 
you rip the gaily coloured wrapping from the parcel (you macho brute, 
you), spare a thought for programmers like Ian Ha Ming, creator of 
Ocean's The tost Patrot, who started work on the software you're now 
racing to slip into your disk drive over a year ago... 




THE IDEA 

In November 19B8, The 
Last Patrol was but a 
twinkle in graphic artist, 
Ian Horling s eye. Ian 

was at a turning point in 
his career. He'd just left 
Arcana software to form 
Shadow Development, 
his own company, and so his first game 
had to put him on the map. But how? 

"At the time everybody said that 
Cinemaware was great but that there 
was no gameplay," he recalls.. "I felt it 
would be nice to try and beat them." 
Brave words for a rookie. 

So having decided on the style of 
game he was going to aim at, Ian next 
needed a subject for his initial release. 
He hit on the Vietnam war. "It's easy to 
find lots of information about it because 
it's very well documented, And I wanted 
to crack the American market. I knew it 
was a war they felt very deeply about. 
But their attitude is they want to forget 
about it. So it was like a nti- marketing." 

Capitalising on his artistic skills he 
created five sample screens and 
roughed out a scenario. He then sent 
these to seven companies - including 
Cinemaware - and back came seven 
rejection letters. "I was completely 
despondent. I thought maybe I should 
he going into the arcades and doing 
what everybody else was doing with 
spaceships and little men." 

Fortunately he replied to an 
advertisement from a company called 
Blitz who were looking for graphic 
artists. The man behind Blitz agreed to 
represent lan's game. Within a few 
weeks they'd sold The Long Walk, as it 
was then called, to Ocean, But lan's 
troubles were far from over.,. 




"Atte! So that's how to kill ioihmh* 
with a pointy bamboo vp the hot" - 
graphic artist Idri Marling r6f«arching 
a typical 'Nam 'scenario'. 
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"Oh djanr, my deedartint l*tt*l 
working" - «ne pf Hw fiv* D-Palnt 
Jireem *rif inalty fertt I* Ocean. 
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rUUTJli-lTUT "Early in '89, Paul 
JANUARY Giffard (of Blitz) 

approached me with 
two projects," Ocean's 
Software Supremo, 
Gary Brscey recalls. 
"One was a flight 
simulator and one was 
Lost P&trol. AH he had was a D-Paint 
disk of graphics. I liked the sound of it 
arid the quality of the graphics. So I 
decided tp contact Ian for a more 
detailed specification." 

But just as it was going so well Blitz 
folded. Luckily, Gary was so keen on the 
project he decided to persevere, dealing 
directly with Ian. Ocean's enthusiasm 
for the project was 
obviously 
important to I em 
and his fledgling 
company. "I went 
up to Manchester 
to meet Gary and I 
couldn't believe 
how friendly he 
was- after meeting 
.some other 
companies. Most 
are so business- 
like - you're ju$t a product to them/' 
According to Gary a trusting and 
supporting relationship between 
programmer and publisher is just 
common sense. "I tend to do most of 
my dealings on a handshake. I look 
long-term." For his part Ian says, "The 
Lost Patrot didn't fall in with anything 
Ocean had done before but Gary had 
faith. He pulled it along all the way. 
He's a hell of a nice guy." 

Ocean doesn't believe in buying 
programmers with massive advances 
though. "The royalty (the percentage of 
profits paid to the author) should cover 
the cost of the development of (he 
game for the programmer or artist," 
says Gary. "The royalty should be the 
butter on the bread. To put a product on 
the street costs a lot more than 
development though, in marketing and 




Gary Iracay looking, 
my, <"*,., hrocey. 



merchandising, We don't ask the 
programmer to share that risk but we 
do ask for a compromise." 

Ian had been in the right place at the 
right time. The Lost Patrol the game 
he'd always wanted to write, dropped 
on to Gary's desk just as Ocean decided 
that there was a large enough market 
for original 16-bit titles ta make them 
financially worthwhile. 

But lan's outline lacked a lot of detail 
so a meeting was arranged. "He had 
some ideas but they were a little 
sketchy/' says Gary. "So he sought my 
ideas about direction and we came up 
with a strong specification which has 
been implemented," The Lost Patrot 
was finally marching,,. 



THE STORYBOARD 

r\JTJTJTJ-LriJ-| "At first I thought it was 
march just a war. People 

j**fc jffe shooting at eaich other, 
M \9 Then I began to get these 

^F books and for a while I 

^™ T 7^, almost didn't do it," 

■XJ ^J recalls Ian, 

Films like Platoon 
already remind us that Vietnam was a 
war unlike any other. But when Ian read 
of American soldiers tying a Vietnamese 
prisoner to a tree then gouging out one 
of his eyeballs with a knife, before 
mutilating and finally killing him, he 
started to wonder whether this was a fit 
topic for a game. 

But he didn't scrap his plans. Instead 
he incorporated a moral dimension into 
the plot Ethics in computer games? In 



■ • HM»n «1 alt VC haoav ti<v 
tHitit ilwlv W th» rnifiiri at ■ 
Dot won tn» wtUn II ■ a e , tin i a mund 
.I.idUIim ta 4f»*« <t*aft rt*r> wt?*n 
n pilrol In anaw tnvltD>|«, 
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Thi* charming 'batty bullet' w«i ana 
frf many ideas dropped from the 
onme duo to lack of *|MK*. Miowl 

Lost Patrol you don't just shoot 
anonymous 'slant-eyed' sprites but you 
role-play. On entering a village you 
should interrogate the peasants. But 
will you become a brutal torturer like 
the GIs mentioned above or just ask 
questions and risk failing to capture a 
Vietcong sympathiser? It's a technique 
which takes the game beyond a mere 
test of reflexes and intellect. 

Historical detail also shaped the 
scenario. "The game is set in 1%6, 



when the American troops were ill- 
equipped for the swamps and jungles of 
'Mam. At the time they didn't even have 
a basic jungle survival manual (one was 
issued a year or so later - Ian even 
managed to find a copy}, 

Other segments were changed or 
dropped altogether for practical 
reasons. "I did have a couple of ideas 
for a tunnel sequence but I felt I couldn't 
do them justice. Because of the 
restrictions of memory and number of 
disks, I was unable to put in everything I 
wanted to," In a perfect world Ian would 




An early clcotfh, woltJhtf for m faugh/ 
ba«k§r*und far 'Johnny Book' fa hid* In. 

have had five disks for the Amiga, 

double that for the ST. But as Gary 
Bracey explains, multiplying the disks 
also multiplies the time required for 
copying - an important consideration 
when duplicators are working to the 
limits just before Christmas, 

Obviously detailed research is 
unusual for a computer game. If you're 
converting a coin-op, you just set it for 
free plays and write down every stage. 
A film licence may take more work, 
reading the script, possibly even visiting 
the location and watching the daily 
'rushes' (not to mention endless 
negotiations with the film company to 
obtain their approval for the final 
product). But despite spending 14 hours 
a day, seven days a week reading and 
re-designing, Ian says he loved the 
work. "I got th.r- utters A'hen I'm away 
from it for too long." 



PROGRAMMING 



UTJTJTJTJXn 
JULY 



Unusually Ian didn't 
work in close proximity 
to Simon Cooke, the 
m ^P programmer, who he 
^F a_J eventually collaborated 
jEL5.L with on the develop- 
* E'J : 1' J ment of Lost Patrol. 

They live miles away so 
whenever Ian had an idea, hn had to 
post details or phone Simon and 
describe what he wanted. Despite this 
eccentric method of working he reckons 
Simon, with whom he also collaborated 
on Xenodrome, understands just what 
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One of Ion's epic film -style sireont - trt thl* 
iniB, of o bloke who'* |utf swallowed a 
rattier badly seasoned hand-grenade. 

hn wants, adding thai, "he's a 
brilliant programmer, 

"As soon as I began with the 
map and controls I got Simon to do 
the icon controls. Then it began to come 
together. He began with the basics and 
they went through two or three 
changes- We had different configura- 
tions of icons and we were going to use 
the keyboard, but it became messy so 
we went for menu bars instead." 

While Simon worked on the care 
program that would eventually hold the 
map section and all the arcade and 
mini -games together, Ian started work 
on the graphics, lan used D-Ppint ti for 
his graphics which were drawn free- 
hand, though he also included digitised 
stills of Vietnam film footage which 
appear in windows to illustrate certain 
sequences. Like many commercial 
artists he used 
photographs for 
reference, lifting 
details from several 
to form the final 
game image. 

He also had the 
Amiga for origina- 
tion. "I'm very 
against people 
using just 16 
colours. We have 32 
on the Amiga so I always start with it 
and then cut down for the ST.™ All the 
same, he reckons he used too many 
colours for the foreground, though the 
more monochrome appearance of the 
backgrounds certainly adds a sense of 
depth to his landscapes- 
One way Ocean keeps in touch with a 
program's progress is through demos, 
which are also required for marketing. 
Unfortunately creating a demo can take 
up to a week of programming time and 
as deadlines approach and pressure? 
increases, this may eat into schedules. 
To keep Lost Patrol on schedule, Ian 
employed a second programmer to do 
several sequences, Hick Byron had 
only recently gone freelance but soon 
became "Invaluable with ideas and 

programming," says Ian. 
Developing his modules 
on the Atari, Mick worked 
on the interrogation 
sequences as well as a 
couple of the arcade 
games. "As always with 
programming, there is a 
trade-off between what 
you'd like to do and 
what's practical, The 
minefield sequence 
originally had 120 huge 



Pari of the mop 
which forms the 
game's basis. 




Nick Byron, pr oq- 

rammer-cum -plant. 



sprites as the man turned through 360 
degrees. A nice idea but it didn't leave 

much memory far anything else!" 

Wick also worked on the hand-to-hand 
combat sequence. When you play a 
beat r em up, you're probably too busy 
considering your next move to wonder 
how the computer fighter knows what 
to do, Actually it cheats, responding to 
your keyboard input. Because GIs 
weren't trained as Ninjas, your man has 
fewer acrobatic options than you'll find 
in Kung Fu games - though he has 
mastered the ancient martial art of Bah- 
Room Brawls - the Head-Butt 1 

Once a module like this is complete it 
can be boiler-plated into the game as a 
whole. Nick works on a standard ST and 
a very average TV set because the game 
has to work on the basic home set up as 
well as high res monitors and top of the 
range computers, For example, the 
Amiga version is tested on the 500, 2000 
and 100 with any combination of drives, 




Ninjo GIs in d scene from the 'ballet' 
arcade sequence. Or possibly not... 
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MARKETING STRATEGIES 
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Back in Manchester, 
publicity person Pam 
Griffith was preparing 
to win the punters' 
hearts and minds with 
strategically placed 
propaganda in the 
magazines. Three 
months before launch Ocean aims for 
news stories. Four weeks later there's 
an all-out drive for previews, Finally, 13- 
Day arrives and Ocean hopes to have 
reviews appearing as the game hits the 
shops; however, as magazines go to 
press about a month before they 
appear, the game has to be finished 
well in advance to meet deadlines, A 
good review can be very important, 
particularly with an original game like 
Lost Patrol and careful promotion may 
persuade an editor to devote more 
space to the game particularly if it lives 
up to the hype. 

At the same time Ocean's Sales and 
Marketing Manager, Paul Patterson 
is planning his 
campaign to put the 
program in the 
shops. "We'll go 
down to the 
distributors and have 
a tele-sales (The 
telephone sales 
jrv V'B teams who persuade 

Paul Patterson, shops to stock the 
"It's Finland. game) presentation. 

Urn... Burkina We'll show it on 

Fase? Oh, OK, l computer if possible 
give up." or take down a video 





PR person Pom Griffith displaying a 

well-plated lost Patrol ad, blissfully 
unaware that, back In the ZERO 
bunker, her lovingly-crafted press 
releate 1* about to disappear forever 
under the crap an Dune's J desk'. 

and show it to them." 

Paul's role is to communicate Ocean's 
enthusiasm for the product so that the 
distributor will back it with the same 
zeal. During the peak period before 
Christmas competition is intense, so 
Ocean reinforces its efforts with every 
conceivable marketing device. This 
Christmas Paul has opted for 18" 
cardboard cubes with a different Ocean 
game on each side, which can be used 
for window displays and rotated to 
highlight the latest release. 




ADVERTISING AND 
PROMOTION 



P-riJTJ-LrLrLr| 

OCTOBER 
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Across from Paul's 
office I found Steve 
fbb Blower and the art 

m a& studio, A couple of 
g J months before the main 
offensive, Steve and his 
artists will be told about 
the new releases and 
given the next few weeks to kick around 
their ideas. Ocean's advertising and 
packaging always has a distinctive look 
thanks, to Steve's consistent use of ace 
illustrator Bob Wakelin, While Steve 
sometimes has input into a design it's 
usually Bob who comes up with the 
image that sells a game from the pages 
of a magazine or an the shelves. 




Steve Blower and some incredibly 
talented designers.. {Who for a 
designer write this caption? Ed.) 

According to Steve it takes Gob 
anything from a week to 10 days to 
produce the necessary illustration - 
complete with areas where the Ocean 
logo and game title can be 
superimposed for both the adverts and 
packaging. He usually gets to look at 
one of the demos but ir that's not 
possible, he'll just apply a little artistic 
licence of bis own. 

Once the illustrations are complete, 
the packaging and any manuals and 
instructions that come with the game, 
are printed up. These then await 
packing with the finished diisk before 
being shipped out to the shops. 
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DISTRIBUTION 



rLnn-arunn 

NOVEMBER 



ma 



Meanwhile, deep m 
Ocean's basement, 

2 Jason. Kan*, Stuart 

Kevin and supervisor 
Lee Cowley, the era ck 
troops of the test team, 
awail the finished 
program's arrival, Their 
mission: to pull the game to pieces, Any 
sign of dodgy payability or the least 
hint of a bug, arid they lob it back. 

Playing games all day may sound like 
heaven but Lee has a word of warning 
for these of you thinking of signing up. 
"When r started at Ocean I was an avid 
games player, Now I see playing games 

as a job, It 
means staying 
late at night, 
putting your 
weekends out 
and trips to 
duplication 
plants. There's 
a lot more to it 
than people 
think." 




Lee Cowley (centre) 
and some bloke* whe 

gel paid fa piny 
janies. Lucky sods! 



DUPLICATION AND 
PROTECTION 
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Once the program's 
passed its physical, it 
en tecs the top secret 
world of copy 
protection. Throughout 
Britain there are 
programmers 
* ■ ' specialising in anti- 
piracy routines. We'd like to teJI you 
more about these backroom boffins but 
for reasons of national security we're 
obliged to keep mum. 
Production Manager. Paul Harrison 
then books a duplicator, 
allowing sufficient time for 
copying' all the disks. For a 
large run of disks it can 
take anything up to a week 
to copy them all and stick 
labels on. The boxes, 
which have to be of a 
specified design or multiples like Smiths 
and Boots won't fit them on their 
shelves, are waiting to be packed. The 
advance orders are in. 



I iujuw 




Ever wondered what a duplicator 

looks like? Well... it looks like this. 
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"UTJIXLTLTLTJ At last Ocean is ready to 
DECEMBER mobilise The Lost 
P-AtroL Pre sales 
indicate the success of 
the campaign. It's at this 
point that the game hits 
the shelves of your local 
WH Smiths, Boots or 
computer store complete with 
packaging, instructions and price tag. 
Re-orders may come in as early as the 
day after a game is shipped. Even 
before the software charts Sfe published 
the company will know whether it has 
another hit on its hands. (Oddly enough, 
nobody at Ocean will admit to getting 
bored with their constant success.) 

Then it's up to you, your mum, dad or 
friend to select the game, take it up to 
the counter and swop it for some cash. 



THE WRAPPING 

Tjn_nj"Ln_rLrj And as copies of Tfte 

December Lost Patrol ore carefully 
M^M Jfl wrapped up for the 24th 

M i\ December, Ian Marling, 
W ■■& Nick Byron and his 

Gnomes, prepare the 
follow-ups including a 
shoot em up by a Dutch 
programming team, -Esoterra 
called Phantssia. A game ^_» 
which will feature one of ^^j 
his teddy bear collection. 
Maybe it'll be one of the big 
Christmas hits... next year 1 
Meanwhile Santa Claus 
packs his sack with loads of 
carefully wrapped up copies 
of The Lost Patrol and whips his 
Reindeers into action.,, ready ro 
deliver his goodies, 




nJTJTJ-U-LTLri 
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25 



THE PRESSIE... ERM, 'PRODUCT' 

And finally Christmas morning has arrived, you've torn open the 
packaging and slipped the disk into your computer ready for action... 
Gee - did you have fun the last couple of days? Living it up in the 
city, For a while you almost forgot the jungles of 'big muddy", the 
humidity, the insects,., the j^-. ..,.., 




constant threat of death from 
the Vietcong. Suddenly, an 
explosion. The sound of rending 
metal followed by an eerie silence, Just the 
rushing of the wind as the chopper plummets to 
earth. You brace yourself for the impact... 

1966 and America has sent 30,000 troops into 
'Nam to help stem the tide of world 
communism. It is a war they cannot win. The 
Vietnamese are masters of jungle fighting. 
Gunfire comes out of nowhere. Their soldiers 
vanish into a labyrinth of tunnels, You stumble 
across a trip-wire and lose your legs in the oh oh ' cnB P* - looks tike we've get 

explosion that follows reeled turkey for lunch yet again.,. 

Seven men survive the helicopter crash. As the senior officer it's your duty to lead 
them through 57 miles of hostile country. Choose your route carefully on the map 
screen as the fastest route may not always be the safest. 
You may choose to enter the villages in search of food. Will you interrogate the 

peasants as well? How much force will you 
use to discover their secrets? Is that harmless 
old woman hiding a machine gun in her 
bundle? Decisions such as these make up Lost 
PflfroTs five strategic sj^games. Then there 

4X-" 9a! are the unplanned 

■L encounters, the 
arcade segments. 
Can you kill a VC 
scout mi hand-to-hand 
combat without 
alerting his com- 
rades? Pick a path 

through a minefield with your bayonet (fail and at least 

your friends will see you had gutsf? Dodge the gunfire 

as you cross a paddy Tield or pick off a sniper? Defend 

yourself in a farmhouse against a VC patrol? 
You'll have to keep an eye on your ammo and rations. 

Most of all observe the human element. Choose you r 

marching order carefully because some soldiers make better 

scouts than others. And some you can't afford to lose. 

Maintain your men's morale and you may just make 

il across that hell to headquarters, Fail and you be 

come just another name on a Washington memorial, 




Hurrah! A hotel! Let's hope the 
barman tan do snakebites... 
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Don't miss out on an extra special stocking this Christmas when Santa "cui 
bp awarding the lucky winners with: 



5 FIRST PRIZES OF 



rou'r 
varri 
own 



jrbar 
lell < 

3Ut W 

5nd-( 



£1,000 worth of software of your choice, or an Amiga or ST plus £500 wc ariat 
of software of your choice 

10 SECOND PRIZES OF 

£500 worth of software of your choice 

20 THIRD PRIZES OF 

£250 worth of software of your choice 

7000 RUNNER UP PRIZES TOO! 

Any one of the six Virgin Games arcade classics mentioned earlier, 

MAKE SURE SANTA I 

VISITS YOU 
TWICE THIS YEAR! 



HERE WE GO! .... 



Virgin Games have decided to become a Santa and hand out £30,000 worth 
of fabulous goodies. All you have to do to gain from Santa's generosity is 
to buy any three of these games; 



SHINOBI 

DOUBLE DRAGON II 

GEMINI WING 



CONTINENTAL CIRCUS 

SILKWORM 

NINJA WARRIORS 



Simply collect three tokens - you'll find one in each game - and send them 
to Virgin Games. The prize draw will take place on 29th January 1990. 









WIN 

£30,00C 

WORTH 

O F 

. PRIZES/ 






DC 
DH 

Fero 

marl 

capt 

and 

Thrc 

and 1 

you 



discover why! 



Santt 



500 worth 



5HINOBI 

You're masashi, a tough mnja 
warrior on a mission to clear the 
town from rebel martial arts 
fanatics. Explore the scrolling 
urban landscape and beat the 
hii\ out of your opponents, 
but watch out for the 
end-of-tevel guardians.. 




SILKWORM 

It's not true! Even 

after months of 

negotiation with the 

Huskies and despite 

a mass exodus out 

of Afghanistan, 

we're still under threat There's no one left 

to press the Nuke button so the battle has 

switched to copters and plane, Non-stop 

shoot-'em-up arcade action. 



CONnVBUTAL 

CIRCUS 

Compete in formula 

ons races in Brazil, 

America, France, 

Monaco, Germany, 

Spain snd Japan, Race hard, but 

watch out for other cars. 

Colliding can be fatal. And do,' 

visit the pits for fuel and 

repairs. 




GEMINI WING 

The aliens have had enough. They're not 
going to take their brethren being bfasted 

on computer screen any more. So they've 
come down in their hordes to blast 
the pitiful race of carbon -baaed 
life forms caNed humans. Can 
you stop them? Somebody 
has to do it. 



NINJA 
WARRIORS 

Can you survive 

brutal enemy 

onslaught? Fight 

with hand, foot and 

dagger to rid the 

street of the scum 

that dare infest your home town. A 

classic arcade conversion. 



DOUBLE 
DRAGON II 

Ferocious two-player simultaneous 
martial arts mayhem. Evil fiends have 
captured your girlfriend - it J s up to you 
and your brother to rescue her. Don't fail. 
Through the town, countryside, mountains 
jnrj finally into the lair. Use whatever weapons 
you can find to stay alive. 



- 



ALL AVAILABLE ON 
AMIGA 
ATARI ST 
C64 DISK 
C64 CASS 
SPECTRUM CASS 
SPECTRUM +3 DISK 
AMSTRAD CASS 
AMSTRAD DISK 
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HARD DRIVIN 



I 



The most talked about arcade machine has been hacked into 
little pieces and squeezed into the ST. Duncan MacDonatd 
clambers into the driver's seat, (Oh, and puts his seat-belt on.) 



Blinking 

Nora, 

there'* a 

blooming 

great loop 

coming 

up in the 

read. Titer* 

weren't any 

instruction* 

an hew to 

tope with 

this. In the 

highway 

code manual. 
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I If you've been in an arcade this summer you might have 
spotted a large group of people standing around 
something, If you'd pushed your way through you would 
have found, not a couple or blokes in the middle of a fist- 
fight, but a big red cabinet. If you'd looked at the top of me 
cabinet you'd have seen the wards HARD DRIVIN'. And if 
you'd looked inside, you'd have seen someone -with one hand 
on a steering wheel, the other hand on a gear stick and the 
other hand reaching into a pocket searching for another 
pound coin. (Are you quite si/re about that third hand? fa.] 

Hard Drivin', a fast moving, solid-filled vector graphic 
racing game, gave you the chance to compete {against the 
clock) on two separate tracks: a speed track and a stunt 
track. And for those skilled enough to get a good enough time 
on either of these, there was a championship lap against rhr 
computer controlled car - the Phantom Photon, The fact that 
the graphics were solid-filled vectors wasn't the only thing 
that made this gome stand out. There was something else: 
two way traffic, just like a real road. Plus you weren't 
restricted to just driving clockwise or counter-clockwise; you 
could go in any direction you wanted. {Although the computer 
only lets you drive for 10 seconds off the track,} It was weird 
watching the way different people played the game, although 
it was probably the same way they drove in real life, I saw 
one bloke driving slowly behind one of the computer cars, 
doing about 40 mph. There was a really long clear stretch of 
road in front of him but he didn't overtake: oh no, instead he 
just tagged quietly along behind this other car until his timer 
ran out. He played, in this way, three more times before 
leaving the arcade with a shrug of the shoulders and a 
bemused expression on his face. What a prat! 



WHAT'S WHAT 


TITL£ 


Hard Drivin' 


PUBLISHER 


Tengen 


PRICE 


£19.99/£1 9.W/E24.99 


FORMAT 


ST /Amiga /PC 


RELEASED 


Out Now 





Dune: It might be a 
good idea to begin 
this review with a 
sample lap (with you 
in the passenger 
seat}. Clamber in 
then. Oi, put your 
seatbelt on - if the Old Bill pulls me up 
and you're not wearing it, I'll get done 
as as well- Besides, there's every 
likelihood that I'm going to crash - and 
as I'm not insured for this thing. Okay - 
ignition on. Hold tight GO!! 

"Phew, this is a pretty good 
rendition of the arcade experience. Not 
as much detail, but it's nearly &H there. 
The road doesn't seem to be moving 
very fast. Look at that speedo - 70 miles 
per hour. Seems more like 40. Still, I'll 
turn left at the fork i n the road and take 
the Speed Track, Hold on to your turn, 
chum, we're about to hit a bump, 
Bluuuurgh, Oh, a downhill stretch with 
a sharp right-hand corner at the bottom. 
0h r and a house, Blimey, what a stupid 
place to build a house - right on the 
apex, of a bend. Suppose I'd better slow 
down: just hold down the brake and,... 
65, 60, 55, 50 - yikes, not soon enough. 
Looks like I'm going to be parking in 
somebody's kitchen. Kaboom! Ho hum, 
\ think I'll have a crack at the Stunt 
Track this time, (Car does a 180" turn 
and motors back to the fork in the road.) 
Off we go again, to the right this time. 
Oh look, the Hard Drivin' 'cow'. 
Normally I'd veer off the road and give 
it a halogen main beam headlight bulb 
up the jacksy, but my timer's running 
down and I've got an urgent 
appointment with the first checkpoint. 
Over the crest of the drop, round a 
corner bridge with jump-ramp ahoy, 
and a speedsign for 60 miles an hour. 
Hey, nobody tells ME what to do. \Oh 
no, he's going to crash again. Ed.) Foot 
to the floor: I'm going to take this jump 
in style, hold tight -oh dear, I've 
mucked up the steering, 90 miles an 
hour and I'm going to hit the concrete 
support post, Kaboom, Urk," 

The first thing that strikes me about 
the ST Hard Drivin' is the control 
sensitivity. Things feel slightly over- 
responsive - you find yourself 
oversteering all over the shop: weaving 
from side to side - off the road, on the 
road, off the road, back on the road etc. 
It's the same in the coin-op, to a certain 
extent: but with a steering wheel these 
cock-ups are easier to correct- 
Once you've cracked the control 
method however, the game starts to 
open up. As on a real road, there ere 
other vehicles to contend with - but the 
realism is taken a stage further as not 
ah the vehicles are travelling in your 
direction. So staying on the correct side 
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HASSLE 
FACTOR: 1 

Hard to control, 
makes for Harder 
Orivin' than it 
should. 



of the road is qurte a good idea. The 
animation of the oncoming traffic is 
slower than in the coirvop, especially 
on the lorries - they seem to be doing 
10 miles per hour. Avoiding them is 
tricky - given the awkward control res- 
ponse. If you miss something, chances 
are you'll go into a series of skids and 
attempted 
car recti oris, 
that'll eat into 
your time or 
make you crash. 

Once for 
indeed 'if') you 
find yourself 
able to 'cut the 
mustard' on the Stunt Track, the real 
fun starts, Get a good enough 
qualifying time and you'll be allowed to 
enter the Championship Lap, which 
means that the Stunt Track is cleared of 
all other traffic except for yourself and 
the Photon Phantom' - a shimmery 
blue ( and rather spooky) ghost- 1 ike car. 
The first time you race against the 
Phantom, it follows a set route at a set 
speed. If you beat it, the computer will 
.'.-"neniber your route and speed and 
allocate them to the Photon Phantom, 
This means that the next Championship 
Lap will find you. Quite literally, racing 
yourself. Beat the Phantom again and 
your new route and speed wiJI 
overwrite the previous one. So as you 
get better, the competition gets better 
(because the competition is actually 
yourself) , Plus, you can save this 
Phantom data to disk and hand it to 
someone else, who can load it into their 
computer and give you the race of a 
lifetime: without you even being there. 

The conversion of Hard Driviri 
overall, is actually rather excellent. Top 
marks there. Vou get the same sort of 
feel as in the coin-op, and even the tiny 
touches such as the cow mooing {when 
you crash into it) have been retained. 
JVe got a 'but' though. There's not a 
great deal of lastability - just the same 
as the coin-op itself. Once you've 
mastered both the tracks, that's, erm, 
'it' really. The inclusion of the Photon 
Phantom 'race against yourself option 
adds quite a bit, but I still have my 
doubts about the extra 'play' it's going 
to wring from the game. If car games 
are your forte then don't miss it! 





Hmhi. Da I go 
for manual ar 
automatic 
transmission? 
(ft might b* a 
good idaa to 
99 for driving 
lesson* 
bur*»A Ed.) 



1 



Blimey, that 
bridge doesn't 
look quite 
finished. Oh 
no, I've got fo 
ga over it on 
Hie nasi lap. 



•flrW- 
Car, I 

handled that 
pretty well, 
don't yew 

think? 
{Ho. Ed./ 



THE VERDICT 



GRAPHICS 



ADDICTMNESS 



XKUTION 
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Brilliant conversion □( a 
grnnhieallv bnllianl cgjll-op. 
It's great Inn for a while, hul 
den'l expect it ig he the 'niasl 
pla yerl' game you vver bnughl 




SAVE ALAN THE FRIESIAN 

Pictured below are two cow*. 
On* Is Hi* fiord Drivfit' cow 
while the other b Alan, o 
fresian from Farmer Pete'* 
•teak and kidney pie form. 




We struck □ deal with Fanner Pete - he' i 
agreed to free Alan (i.r., not to kill him and 
trick him in a pie) If you con gniwar a 
ilmple queinon correctly. Wrrtv your answer 
on the bock of a posko rd and le nd it to 
Save Alnn Tke Fmian, ZERO, 14 Rothbone 
Place, London W1P IDE. Here's the quottion: 
"Which i* the Hond Or rVfn' caw, the oria on 
the left or the one on the riohrl" 
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Grabber and Co «n rovto ta Hi* local 
wine bar. But does It icrve cpldan? 



Biblical settings ore a bit of a rarity in computer games but 
somehow Pete Cooke has combined the post- Noah era and 
the usual alien invasion scenario. Johnboy Davies gets out 
' is Bible and space suit and goes hunting Rapun 



Info 



End C 




WPW 



I/iucflw 









Leaks Ilk* the Anti-Arachnid Liberation Movement might have beaten you ta 
It. There's no 'pool' below and poor old Pother It eboot to take the plunge. 



s you may have deduced 
from the title, this game 
centres around the tower of 
Babel, built by the Sh morions 
thousands of years ago in an effort 
to communicate with God. What the 
Bible didn't mention however, was 
that the Zenrorians from the planet 
Zen lor (quelle surprise], look an 
interest and sent a team of spider- 
like robots down to lend a hand. 

The Zentorians and the Shinarians 
got on like a house on fire unHI the 
robots decided it was high time to 



the top of the tower of Babel to 
signal to Zenfor. A minority of 
Shinarians decided to put a stop to 
this, much to the disgust of the rest 
and rigged up a load of traps and 
puzzles on the tower. Once the 
spiders had realised what was 
going on, it was too late. They 
were trapped! Blimey. Siding with 
the underdogs as always, you take 
control of the three spiders - 
Zapper, Pusher and Grabber who 
may sound like Grange Hill Bullies 
but ore in fact very nice arachnids 




'FT* T ^'t^'i'-. "*- 



an aid Ganrwi c 



WHAT'S WHAT 


TITLE 


Tower Of Babel 


PUBLISHER 


Microprose 


PRICE 


£24.99 


FORMAT 


ST/ Amiga 


RELEASED 


ST: Out now 

Amiga: January 
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HASSLE FACTOR: 
When you get 
stuck, you really 
get stuck and it 
don't half hurt. 
That's probably tr 
intention so I'll 
kindly let them c 



Jonathan: Tower Of 
Babel is a highly 
original 3D puzzle/ 
shoot 'em up / you- 
name-it-up game with 
enormous scope. The 
graphics are the solid 
3D type that now seem to be becoming 
the norm, with multiple camera angles 
and all the rest of it- They do their job 
and some of the colour schemes can be 
quite fetching, but they're hardly Babel's 
strongest selling point, What's most 
important is the depth of the game, All 
the towers are split up into lots of sub- 
towers and to get through each one you 
need to attain a particular goal. This 
might be to collect energy pods., or 
simply to shoot a certain number of bad- 
dies. Whatever it is, there's plenty to do. 

Fortunately, each of the spiders you 
control can be 
programmed 
with a number 
of moves and 
can then be 
told to run the 
program while 
you go and do 
someth ing 
else. This is 
particularly 
useful when 
you need two 
or more spi- 
ders to do 

things simultaneously. Alternatively, for a 
bit of light rel ief, you could progam them to 
do silly dances or wipe each otherout, then 
retire to a safe distance and watch the fun. 

But one wrong move can completely 
balls up the whole puzzle, giving you no 
option but to restart and lose five points. 
Life is made harder by the large range of 
baddies, both mobile and stationary. In 
fact, the number of different problems 
you'll come up against is almost infinite, 
especially when you consider the editor. 
Oh. Didn't I mention the editor? 

Right. Part of the package is a very 
comprehensive editor which lets you 
design your own towers, right down to 
the colours used. To some, this could be 
even more fun than playing the game 
itself and it means a whole lot more 
bytes per pound, What's more, you can 
save your creations to disk and foist 
them upon your friends. 

Tower Of Babel takes a lot of manual 
digesting and stamina to get into but 
once you do, it's actually very difficult to 
stop playing. It's just the kind of game 
the 16-bits are best at - massively 
complicated, lots of built- on extras and 
wazzy graphics to boot. It's not for the 
switch on and blast brigade but is 
essential for anyone else. 



GRAPHICS tT, ADDItTIVENESS © OVERALL 
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NORTH & SOUTH 



CHAAARGE J!! Dive into the hilarious 
world of the Belgium comic book "LES 
TUNIGUES BLEUES" (CAU VIN & LAMBIL). For one or two 
players, you are either Yankee or Confederate, so re- 
creating the true atmosphere of the American Civil War. 

NORTH & SOUTH, an original, explosive cocktail of strategy and arcade. 

Surround your enemy using the strategic map of the American East Coast. 

Crush tfiem on the super arcade bottle field. Send your best men to stop the 

gold-filled trains, and then rush the forts to free the enemy occupied towns. 

NORTH & SOUTH, a game filled with options. Start the game from a 



choice of four different years, three levels of diffi- 
culty and a special disaster mode which includes 
violent slor ms stopping all movement of troops, 
reinforcements arriving from Europe, and not 
forgetting the Indians and Mexicans whose only 
pleasure in life is attacking you ! 
If that wasn't enough to wet your appetite, you can also choose between a 
"strategy-only" game and an "strategy-arcade game", and with the 
superb 2 ployers version that has to be played to be believed, it only 
leaves us \o give the order "To your sabres J!" 




LEStUNlOuKBieyES"-' 
CAUVIM1AMBU OUPUIS 



Available on AMIGA, ATARI ST 2 DISKS, PC tompatibles 2 DISKS. 
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Tut alors! Alan 'Matisse' 

Tomkins regarde ZZ Rough, 

le nouveau package d'art 

sur le ST. 

The French eh? They're quite 
an artistic bunch really aren't 
they? What with their 'left 
bank', the Louvre and Toulouse- 
Lautrec, you'd, have thought they 
had enough art to keep them going 
well into next lunchtime at least. 
But no, they're still churning out 
new artists and art packages and 
their latest, 22 Hough, is a bril- 
liantly innovative new paint 
package which differs from most 
others {where most of the painting 
is done in 'zoom' mode), by letting 
you do most of the painting on the 
full screen. Those of you who are 
'novices' to computer art will find 
this much easier than the usual 
packages. Just take a look... 




Some cunning new device* for meat wring the 
girth' of your thingy'. 





All the pens under Hi* mn... What ■HOT* 

could you ask? 



Open up ZZ Rough and you'll find 
yourself clutching two disks and 
a hefty 95 page manual. The 

first disk contains the program itself, a 
3D object library, and printer drivers, 
while the second is crammed full of 
demonstration art files and tutorials. 
The 95 page manual may seem a bit of 
a chore at first glance, but it's very clear 
and concise, leach tool has a page of its 
own, with a description of its function, 
use and the tricks it can perform) well 
laid out and doesn't bog you down with 
a ton of irrelevant in Form a lion. 

Get ZZ Rough up and running, and 
the first thing that hits you is the smart 
modern layout of the primary function 
screen. Sitting in the upper centre are 
ten miniature overlapping work screens 
(four if you have a S20) and running 
across the bottom of the screen are all 
the different tool icons you can use. At 
each side of the screen are two large 
boxes, the left one containing text, 
ruler, circles, boxes, arrows, and 
freehand pencil whilst the one on the 
right is full of pencils, chalk, and felt tip 
pens, along with the palette for colours. 

ZZ Rough lets you load and save in 
seven different formats, and the ability 
to import CAD 3D files is brilliant, 
Printer support is fair, the Cannon FP, 
and PJ, NEC, Star, and Xerox 4020 are 
all catered for, but to print out a picture 
you must first quit the art program, and 
load a separate printer program. A little 
yawnsome to say the least. 

Like most other ST packages ZZ 
Rough also uses a two screen system 
- a work screen on which you actually 
paint, and a function screen from which 
you choose your tools. I personally 
hate this sort of system, as toggling 
between the two screens takes you 
away from your picture. But ZZ Rough 
at least compromises by displaying a 
miniature version of your work on the 
function screen at all times - just point 
and click to access it. 

QUICK ON THE DRAW 

The main drawing tools in this package 
are called Tracers, of which there are 
five in all. A Pencil which simulates 
colour pencil sketching, the colour 
being selected from the colour box. A 
Ball Poinl Pen whose function should 
be obvious, and a Black Marker - for 
inking your image. iOther Markers are 
available too, in different thicknesses 
and colours, and all are remarkably like 
using felt-tip markers.} There's also a 
Chalk which allows you to obtain very 
subtle shades of colour with a very dry 
chalk look, whilst the Stump lets you 
tone down the intensity of colours. 
What is most remarkable about ZZ 
Rough though, is that if you go over a 
colour, let's say light green for ex- 
ample, it'll get darker just as in real life. 
Text is surprisingly limited however, 
only the standard Degas type font is 
provided. But there are lots of Rulers 
for straight and flexible lines, circles, 
ellipses, squares, and rectangles. And 
though I found this a strange way of 
presenting these functions, they all 
work surprisingly well. 



r r 



m 
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The function screen ins tan My shows 
the medtrn try In that runs through ' 
Rough- To the left are the draw in 
aids, to the right the pencil*, pen 

and chalk. In the middle are the 

miniature work screen*, and along I 
the bottom the specialised function | 
Item*. 
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SPECIALITIES OF THE HOUSE 

In addition to the normal range of tools 
there are Special Tools available too. 
The first of these is the Photo Copier - 
a cut and paste function. User defined 
size, or whole page cut and paste is 
supported, and you can copy a page 
with or without its palette. 

The 30 library is a very surprising 
but welcome inclusion, with on-screen 
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cones, boxes and triangles that can be 
rested and reshaped by clicking on the 
function box. The nice thing about this 
function is that the images can be 
displayed in either wireframe, or filled 
in solid graphics. But the clever bit is 
that you can import three dimensional 
objects created with Cyber's CAD 3D, 
And once they've been imported, they 
can then be re sea led and repositioned 
at will. This function is a major buying 




point, even for those of you who 
already have heaps of art packages, and 
it's so easy to us-e that even newcomers 
wilt find few problems, 

There are loads of other Special 
Tools too: the Mask tool, which is used 
for hiding part of the screen from pen 
actions (but this can only be pulled 
across the screen box fashion); the 
Eraser, which has user defined sizing 
and wipes out one selected colour or all 
colours: the Scissors, which are used to 
cut and keep a part of the drawing in 
memory, and as long as you don't leave 
the current screen you can repaste it at 
any time. Glue, which is used with the 
Scissors, and lets you paste with 
opaque, transparent, or reverse; the 
Cutter, which allows you to horizontally 
erase all the colours located between 
the black marker lines (this works very 
well when getting rid of felt-lines that 
have strayed over the edge of an 
outlined image that you are painting}; 
the Hand, which is for moving the entire 
page on the screen; Trash, which is for 
erasing one gr all pages in the memory 
and finally Colour Changing, which lets 
you replace a colour inside a defined 
surface - great for getting rid of the 
black marker lines. 

MOVE CLOSER 

Now we come to the make or break 
point of any art package - the Magnify 
function. As soon I clamped eyes on ZZ 
Rough's 200m I took a dislike to it. The 
whole thing covers half the screen and 
the zoom window takes up half of this 
area, The pixels are outlined to ease 
placement, but when using pastel 
shades you tend to lose sight of 
individual pixels. If you want to zoom a 
part of the screen that is hidden, you 
need to use the Grabber. Had it not 
been for the nature of ZZ Rough 
enabling you to paint without the zoom, 
this could have been its downfall. 
But the plusses of ZZ Rough far 
outweigh the minuses, and it's apparent 
that a lot of thought has gone into this 
package. ZZ Rough approaches 
computer painting from a new angle. It 
sets out to simulate art in the real world 
of pen and ink, and in so far as this is 
possible on a computer, it has suc- 
ceeded. It's 
easy to use, 
nice to took at, 
has a large 
chgice of 
pen styles, 
textures and pastels 
and the way that 
you can blend colours 
is gob- smacking. 



SKETCH 






TITLE 


ZZ Rough 


PUBLISHER 


Stgna Publishing 


PRICE 


£34.95 


FORMAT 


ST Only 


RELEASED 


Out Now 




The first step In creating a ZZ Rough 
sketchj i* the rough sketching of the 
Image. Don't worry about looks at 
this stage, n near likeness will do. 




Now using the Mock Marker, outline 
the border and any other details that 
are to be included. Hitting F4 will 
hide the rough sketching so that only 
the inking is visible. 




ft** LINES 
COLOURED DRAWING 

\TTlf ( K ~ 

This is fha colouring stage. Doo't 
worry about gotng over the Ink 
HnoS, as It's at this stage that you'll 
notice the colours blending as you go 
ovor thorn. 



rnv 




Time to got rid of all those unwanted 
streaks of colour outside the ink lines 
next. Start at the too and ton the 
Eraser down tk 







PHOT0C0PV 

WfWIWB m 

BACKGROUND. 

Use a mixture of chalks and telt tips 
to create a nice textured background, 
then bring rh* background to the 
work screen using the Photo Copier. 
The picture Is almost complete. 







Final highlights or 

last retouching done. How it's time to 

odd some text, then fust sit back end 
admire your latest masterpiece. 
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Brilliant" 90% 

ZERO Magazine 

"Set to become a timeless classic" 90% 

THE ONE Magazine 

'An excellent icon driven adventure ... well worth buying' 1 82% 

AMIGA ACTION Magazine 

"One hell of a game" 87% ST FORMAT GOLD AWARD 

ST FORMAT Magazine 

"Go out and get this" 83% STA I AWARD 

1 ST ACTION Magazine 
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"Nice one" 93% 
AMIGA COMPUTING EXCELLENCE AWARD 



AMIGA COMPUTING Magazine 




UNEI1AI \(}{ V. ■ A Brand New Standard in Computer Games 



artifacts 



CHOCKS AWAY! 

i o, no, no, not the chocolatey 
kind, I mean the flying kind. 
Up into the wild blue yonder and 
all that kind of bally hoo. Yes I love 
flight simulators, and one of the newest 
ones to be hitting aur runways soon will 
be Their Ftpest Hour from Lucasfilm - a 
sim which'!! let you take part in The 
Battle Of Britain in either a fighter or a 
bomber plane. It promises to be a 
stnrmer. So to get you into the spirit of 
things, I thought Id spend this month's 
tutorial showing you how to draw a 
plane which actually took part in The 
Battle Of Britain - the Heinkel 1 11H3- 

First things first though, before you 
start to draw any object, it's a good idea 
to research your subject. The best place 
to research World War II aircraft is the 
Royal Air Force Museum at Hendon in 
London. Mot all of us live near London 
though, so a trip to the local library to 
look at some old history books should 
do the job. Once you've selected a 
suitable picture it's down to business, 

1) Firstly, draw a grid of 16 x 16 
pixel? on the screen. 

2) Then transfer the grid to the picture 
using tracing paper and draw the 
outline on the screen, using a different 
colour to the grid. It's important to try to 
be as exact as possible. 

3) Once ycu are happy with the result, 
fill the grid with the transparent colour 
and then redraw the gaps- 

4] Now select a palette and paint only a 
small section of the screen. By doing 
this you can make alterations to your 
colour palette as you go aiong. 
51 Next, using the Zoom mode draw the 
areas where there are colour changes 
and place areas of detail, such as 
lettering and winoows, 
61 Now you're in a postion to fill in any 
larger areas, and when you've done that 
you can use the Zoom again to work on 
any outstanding smaller areas, correct 




LIGHT MANUAL 
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Draw a grid of 1 o ■ 14 pixel*, then 
draw the outline and arty other 
details. such os anginei and wing*. 
Try to be accurate, hut remember 
that alteration* will be mad* later. 



New add the line* where there U any 
colour change, plus the placeman! of 
all windows and text. As you can sec, 
your bember I* now beginning to 
tab* than*. 





The tall I* painted In dotall, this is 
dona to make sure that you have gat 
the palette right. As you can see, the 
shape of the mil plane ha* boon 
corrected and any jagged adge* have 
been smoothed out by anti-aliasing* 



The large area* of colour are f Iliad in, 
and the Zoom 1* used to complete any 
small areas. Haw'* the time to 
retouch any areas that yaw 're not 
happy with and when that'* done the 
plane ts almost complete. 
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Now you add the blue sections, 
mainly the underbody and glass. 
Keep th* detail to a minimum at this 
stage, because you're still developing 
the shape. 




any mistakes in the outline, and add all 
the anti-aliasing pixels. 
7) Once you're happy with the result the 
plane is finished and all that remains is 
to add a box with the squadron sign, 
together with details of the plane {the 
text was created using the process 
outlined in last month's tutorial). 

Now it's your turn and I've got a copy 
of Their Finest Hour up for grabs for the 
person who sends in the best drawing 




battle or Bramm 

Late Sunroer ioto 



And her*'* en* I made earlier. Simply add the fancy dressing, in this cose 
a box with the Squadron sign, and text treated by yourself and past yaur 
torn pa entry off 10 the address given above. 



of any plane from the Battle Of Britain. 
Use any package you like to create your 
picture, but don't just copy this tutorial's 
picture, try and inject your own ideas 
and style. The winner and the best of 
the rest will be published, so get 
cracking and send your masterpieces to 
Their Finest Hour Competition, Arti- 
facts, ZERO, 14 Rath bone Place, 
London W1P 1DE. Closing date for 
entries is January 31st 1990, 



DRAW TO A CLOSE 
And that about wraps it up 
for this month. Don't forget, 
as well os entering this 
month's competition, to send 
all your other pictures 
(enclosing a stamped 
addressed envelope if you 
wont them returned) to The 
Gallery. The best one each 
month will win a rather 
brilliant ZERO badge. I also 
want your hints and tips for 
creating your own pictures, 
plus if you've had a problem 
with an art package, let's 
hear from you, and I'll try to 
sort it out. Jusf write to me, 
Alan Tamkins, Artifacts, 
-^MRO, I* 

Rath bone Place, 
London W1P IDE. 
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SIM 

Ever wanted to run the world? 

Now's your chance. Sim City, 

Infogrames' latest game, is an 

incredibly sophisticated 'build 

your own city' sim, where 

your computer emulates the 

changing faces in the 'life' of 

a city. Sean Kelly donned his 

mayor's chain of office and 

settled down to battle it out 

against inner-city housing 

hassle, traffic problems, crime 

and bad rail links. Blimey! 



► novflkeiM* 
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Citizens Jem^.id a Felice Dcpartr 
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Shown across the top are 
1 your city's name, the date 
and the budget remaining. 

Useful messages like this 
sometimes pep up here. 

Click the budget bar and a 
I menu offers various graphs 
- predicting far example, the 
levels of pollution, crime, end' 
of -the- worlds etc, expected in 
the next 1 20 years, Yikes! 
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A large and traffic-packed 
roadway, handy for the 
toddlers of the lovely high- 
density hooting estate nearby. 

The railway line, with about 
as many trains as British 
Rail (i,e. none). 

A commercial zone, signified 
by the blue border, where 
'Sims' buy Simfoed, see Simfilms 
and da other Simmy things. 




Downtown Detroit in the slump of 1972, 
one. of the 10 scenarios included with the 
game. Others include Hamburg after the 
1944 bombing ond, erm, Bonn's traffic 
problem*. What interesting places to livel 



WHAT'S WHAT 


TITLE 


Sim City 


PUBLISHER 


Infogrames 


PftlCE 


£29.95 


FORMAT 


ST/Amiga/PC 
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517 Amiga: Out now 
PC: Spring 1990 




"If I ruled the world, 
every day would be 
the first day of 
^ ■P'llliL / spring, every tax 
JM K^— ^CK form much 

^■■k W \ happiness would 

bring, every-- {Snip! 
Ed.) Hem hem. 
Sim City is a 
'build your own city 
sirn' in which you play a mayor with 
your own plot of land, on which you 
must gradually build a metropolis. 

The game begins with the computer 
generating a terrain upon which you nan 
build yourself a village; how quickly this 
grows is down to your own good sense 
and planning. It's a completely mouse- 
driven game, and all the necessary Bob 
McAlpine Junior-style building 
commands ('bulldoze land', 'bujld road' r 
'destroy beauty-spot' etc.) are accessed 
from an icon menu to your right. 

Once an icon has been selected, the 
pointer becomes a large square, 
equalling the size of the area needed for 
that particular action. So for example, if 
you want to build a power station, the 
pointer will become about three by three 
centimetres square and you must find a 
space on your land equalling that size 
before you can plonk your power station 
down. Remember that the area you see 



on screen is actually only 3 small part of 
the whole playing area though. So you 
can scout around a bit before planting 
your power stations and roads in place. 
To begin building your little empire, 
firstly you'll need a power source. Next 
you'll need to find somewhere for your 
'Sims' (that's 'population' to you and 
me) to live, so put down some housing 
land, and connect it to the power grid 
You don't actually build most things but 
merely designate certain areas for 
certain purposes- For example, if you 
designate somewhere as a 'residential 
development zone', your Sims will get 
on and build houses there - provided 
they're needed, of course. If not, then 
the land will stay wasted and unused. 
Your population will also want a place 
to work (unless they're 'c rims'), so next 
you should designate an industrial zone 
and also a commercial zone 
where they can buy and sell 
things (the capitalist pig-dogs). 

That gives you the basis of 
your town, but as it grows, the 
laws and actions governing its 
development will become 
much more complex. As the 
population increases so does 
the number clears and 
traffic becomes a problem, 
along with housing and crime 



44 ZERO 



SIM CITY 



review 




$10 




1 m; 



THE ICONS 



BulldoK* land 
Bwild rood 
Build rail w«v 
Build power line 
Build parkland 
Assign 

residential cane 
Assign 

commercial »ne 
Assign 
industrial ione 



Build lii-o 

department 

Build police 

department 

Build power 

station 

Build football 

stadium 

Build airport 

Build part 

Nan-functional 




Sean: Considering 

the depth and level of 
sophistication in Sim 
City it's suprisingly 
easy to yet into. At 
first I thought I was in 
for a straightforward 
and rather tedious game, but after a few 
minutes of playing I was hooked. Once 
you see your city begin to grow on your 
monitor, it's very difficult to tear 
yourself away. The prevailing thought is 
to have just one more year, and then 
one more... It's absolutely brilliant. 

The way that problems of city 
development are simulated are 
excellent. Take tax, for example If you 
increase taxation for a little while to 
provide the funds to build a port, it'll 
bring in more trade given time- But raise 
the tax too high and this'll cause mass 
migration from your city, and you'll 
have less revenue than before. Keep it 
too low and your city will stagnate. 
What a conundrum, eh? 

So gameplay is brill, but what of 
sound and graphics? Well sound is 
pretty lousy, but then thankfully it's not 
really essential for a game like this. It 
would have been nice to be able to hear 
the 'city noises' such as traffic, trains 
and planes as your city developed, but 
no such luck. As for the graphics, they're 
well presented and thoughtfully 
designed. And when you takr into 
account the complex nature of this 
simulation, the mouse- 
driven menus and icons are 
suprisinglv clear and easy 
to use. In fact it's a modern 
feat of engineering that 
(nfogrames has managed 




HASSLE FACTOR: 4 
A couple of bugs 
cause the game to 
lack up occasionally. 



to squeeze so 
much into 500K. 

It has to be 
noted however, 
that there are a 
few bugs in Sifn 
City, some of which can be a major pain 
in the bot. Once, after several hours of 
building, the game slapped a huge black 
square across the monitor. At various 
other times it just locked up. Providing 
you save your city every half hour or so, 
these shouldn't be too much trouble, 
and although they sound terrible, the 
game is still excellent. 

it's difficult to explain why Sim City 
is so appealing. Perhaps it's because 
you're given the chance to 'prove' 
you've got what it takes to run peoples' 
lives in an efficient manner. Perhaps it's 
just megalomania. iYup. Ed.) Whatever 
the reasons, Sim City will stay in your 
disk drive for a very, very long time. 



THE VERDICT 
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A. sg ph isti catsd simulati dit, 
highly polished with faroad 
appeal and Ions ol 

sMicliveness. 




|l J A and pollution and... 

I^Bi^LI| So loads of different 
■It!'* factors must be 
taken into account as you make a 
decision to remedy each problem, each 
one more complex than the last. 

At any point in the game, you can 
call uporra-'poH' which indicates what 
percentage of the population thinks 

_^jou're doing well, and what the Sims 
regard as the major problems in the 
city. This allows you to take steps to 
improve the standards for your 
population (or, if you're feeling in a 
particularly nasty mood, worsen their 
standards and make their lives hell). In 
addition, a large number of graphs, 
indicating everything from police 
influence to land prices, can also be 
accessed at any time during the game. 
Just about all city life seems to be 
integrated in Sim City, and it's down to 
you to solve any problems which might 
arise, firstly by forward planning and 
secondly by 'corrective' planning - 
bulldozing parks and building railway 
lines for example. Once you have the 
hang of it, you can take on one of the 
10 'scenarios' included, which allow 
you to attempt to solve past and 
future problems enountered in 
cities the world over. Pass the 
bricks and mortar, mum,,.. 
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1 ) Aha! This unspoilt beauty spot seems a 
good site for a massive nuclear power 
station. Should odd a bit of 'sparkle' to 
the local drinking water, too. What a 
philanthropist I ami Time passes... 




3) Brilliant! Connect the houses to the 
industry by road, and up springs a grimy 
old factory to provide 'entertainment' for 
the masses. What a caring, thoughtful city 
developer I am. Time passes... 



2) Blimey! 10 years on, and I've slapped 
up residential and industrial ionts, and 
connected them to the power station. 
People have moved in already, but why? 
It's utterly crap! Time passes,.. 
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4) Amazing! Just three decodes (about 
half an hour, in fact) after beginning my 
city, end it's well on the way to becoming 
a 'thriving' metropolis. Hmm.,. I think I'll 
call it 'Birmingham', 
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THE ULTIMATE 

six exciting action sequences 
put you in control of Elliot Ness's 
elite squad of mafia-busters. 




THE BORDER RAID 

The Railway Station confrontation and 
Warehouse bust culminating in the thrilling 
denouement of a 

ROOFTOPrDUEL 

as you re-live the knife edgh existence of Ness 
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LIVE AN AMERICAN LEGEND 
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easily one of the most successfu I • 
licences to date" 
Sinclair User 

"an absolute corker of a game .., as 
smooth and polished as you can get 
animation is top notch ..a brilliant 
film conversion" 
Your Sinclair 



USER 
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TOP 

SCOW 



"Apart from the sheer thought 

apparent in the game design, there 

are the superb graphics" 

Games Machine 

"the film was great ,.. the game is 

even better. Great atmosphere... the 

music is brilliants. a spectacular 

combat game, an unbelievable 

package ... and utterly superb game." 

Zzap 



SPECTRUM 

COMMODORE 

AMSTRAD 



ATARI ST 
PC & COMPATIBLES 
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Midwinter sounds 

frighten ingly like a song 

Aled Jones might 'sing', but 

is actually a computer game 

cross between Lords of 

Midnight f Carrier Command 

and the Arctic circle. At the 

mention of Mike Singleton 

and Maelstrom, David 

McCandtess ran up to 

Liverpool (near Wales) to 

ask: "Wochs gowin ong?" 

(in his mast authentic 

'B rookie' accent). 




I. 



ThU 1* rtifl 

view through 

your trendy 

ski-goggles, 

one om palling 

a barren, 

featureless 

wasteland of 

snow, ico and 

cross-hatch 

patterns. 



This IS a picture 
piloting. In this 

'here' of the 9am*, Contain : 

2 The little figure here shows hew active you are 
being. It will wave Its arms and legs around In a 
ludicrous fashion and the mare ludicrous the fashion, 
the mere active you ore. 

This dynamic little icen shows the amount of 
energy raw are expanding. It slowly Alls up with 
red a* fatigue sets In. 

. The watch allows you to keep track of the game 
time in annoying 34 hour clack times. So you're 
not allowed to say seven o'clock In the morning, It's 
now ah.sevon-hundred- hours, (Roger, wilco and out.} 

This shows your currant angle and gradient. As 
you can see. Captain Stark is waaihlng down a 
p 43 degree slope (flash git). 

i The all-seeing and all-knowing compass, 
showing you which direction you're heading in, 
It only tolls you H, S, E or W so It's worthwhile 
remembering the 'never oat shredded wheat' adage. 
(Whof On earth are you wittering ahoul? id,) 

- This Is your position In a 'quadrant' of the 
original map. The colours represent rough 
heights and depths below sea level. 

a Hero'*, a well-cofMaflagued building. 

Minium... yellow, green and brown - yes, just 
the right sort of colours to 'blood in' with the 

Surrounding whiteness. 

g This is the view aver Parkinson's Valley (named 
after the ups and downs and Ins and out* ol the 
terrain). Captain Stark Is preparing to do a swift 
slide -and- strike manoeuvre an the town below. 
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(■rurally I chose the worst day to travel 
to Liverpool, All my preconceptions of 
*oop' Northern cities, Terley tea bags 
and David Yip on Brookside were fulfilled 
when I arrived. Dusty. Drab. Dreary, Dirty. 

Still, Liverpool is definitely a city with 
multiple heritages, a city of stanchions: The 
Beatles - stanchion of pop music; Anfield Road 
- stanchion of football; The LiverBirds - 
stanchion of comedy (where would British 
comedy be today without that scene where Margo delivers some greasy 
newly-born piglets eh?). But could it be Liverpool - stanchion of software? 
Midwinter might just put Mersey side and Maelstrom on the map. An eight- 
strong programming team have been slaving since March to bring the 
gome into existence, overseen by the watchful strategic eye of Mike 
Singleton, who in turn is overseen by the ever- so-watchful administrative 
orb of Hugh Balterbury. Mike has designed and programmed the majority 
of the ST game, with Peter Barnelt doubling as production manager and 3D 
graphics modeller. Andy Elkerton and Chris Pink are responsible for the 
static graphics, title screens and in-game displays. Val Franlco and Dave 
Oilman are a working partnership on Midwinter PC, and Dave Gautrey is 
the Amiga man. Facetious George Williamson is the guy behind the enemy 
movement, game logic, and dirty jokes (they all wanted a mention). 



THE PLOT 



t is the future. The world has 
suffered from a global climatic crisis 
* not even David Icke could save us 
from, A freak meteor shower has rained 
down on mother-earth, exploding and 
throwing large amounts of dust into the 
atmosphere. This, coupled with seismic 
disruption and widespread volcanic 
activity, has triggered off a second ice- 
age. The sea level has dropped 
dramatically, creating an extra land- 
mass in the middle 
of the Atlantic, in 
the region of the 
Azores, Partly be- 
cause of the chilly 
weather at the time, 
and partly because 
the new island lies 
in the middle of the 
ocean, this nou- 
velle lump of rock 
has been named 
Midwinter. Various 
colonists from all over the globe have 
descended on this non-political rock 
and formed er, colonies. 

The new inhabitants come from 
different social backgrounds: new-age 
hippies wanting to reincarnate 
Supertramp; skiing yuppies on a bijou 
holidayette; right-on post-graduates 
aiming to 'emmesh' themselves in the 
community - all sorts of people. They 
survive the chilliness by extracting 
underground warmth with heat mines, 
and manufacturing food and supplies in 
factories. But unfortunately, the island 
has also attracted a power-mad mogul, 
General Masters, who makss Hitler look 
like a little man with a moustache who 
sometimes got s bit 'cross'. Masters has 
colonised an entire peninsula of the isle 
and seeks to rule the rest by attacking 
and gaining control of everyone elses' 
heat mines. Masters has a moustache. 




THE GAME 



ou take control of Captain Stark, 
the gnarled and street-wise 
leader of the 'Free Villagers' 
Peace Force' who look after the island, 
and protect it from big fish and rather 
unruly pebbles etc. Through him you 
must recruit other members to the force 
from the collection of 32 characters 
available, and then unite them to 
combat the malevolent Masters. 
Unfortunately, they are distributed in 
fixed positions 
around the island, 
and the island is 
quite big labout 
400 miles square). 
So, General 
Masters' forces 
pour in from his 
penisula, aiming 
to overcome the 
villages, while his 
three radio 
stations send out 
jamming signals to prevent a collective 
defence. It's all clever stuff, To your 
advantage, Masters' army use snow- 
buggies to move about the island and 
so are restricted to travelling along the 
valleys, whereas your team can use 
skis, hang-gHders and their own snow 
buggies, meaning they can cut swift 
short-cuts across terrain. 

The best strategy is to recruit as 
many characters to your side as 
possible, and then conceive a cunning 
plan tD save the whole island. The game 
is played in game-time and not real 
time. This means you won't have to sit 
for three days in front of your computer 
waiting for the General to mobilise his 
troops, during which you move all your 
players around the island. The 
problem is that you have to move 
them physically and this is when 
the 3D vector graphics come in. 
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Altogether there are 32 characters 

in Midwinter- and the tangled 
web or their past lives and 'loves' 

gives the game a soap-opera 

element which makes recruitment 

an extremely tricky business. For 

instance, m&et*,* 
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frf r« 5** M*****! SUr*f 
i**-nt fritraii Kt Upward 
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St<m £»«** 

Slwpnuj Lke*>* 

Drhnnf petti ■: 

Snpinf bofM 



THi BOSSi No, no, nor Bruce 'Stringbeon' - 
these are Hie itahstks and attribute! of one 
Captain John Stork, the esteemed leader (i.e. 
you). From this description yea (art make □ 
biased assum prion that he ii a middle-aged, 
pig-heeded git, who, by hit own admission, is 
not interested in romance. Well, maybe it is 
Bruce Springsteen after all then. 
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THI 'LOVI INTEREST': 
She's ih* nofie 
pthioliy, bur she 'oati. 
around' a bit, Her noma 
i$ Sarah Maddocks and 
she's pretty talented - 
even clocking up 
'excellent' ratings for 
sniping and sabotage, 
Shnuld mme in handy if 
(he ever decides to 
work for l+ia NHS... 

THE DIRTY DOC: 
Suave (bur ever io 

slightly greoiyl Pierre 
Revell, doctor of 
medicine, isn't too hat 
on medical efrriti. but 
he') pretty 'steamy' in 
the rumpo department. 
Norse Sarah isn't too 
keen though {she 
prefers Captain Stark), 
so keep them opart, 



f HI UDOiEi This is General Masters, a 

thoroughly evil Hitler-type person who 
probably chews up live hamsters for brekkie. 
Spoekily enough, he boars an uncanny 
resemblance to Maelstrom administrative 
supremo Hugh Batterbury.: any mention of this 
simile rhy in the Maelstrom office will result in 
gales af uproarious 'in-|oke' laughter. 




HUGH 



THI GENERAL 



BUD 49 



THE ISLAND 



Till* |« the map 

at full wont. 

ouf. Unu$ga|ty 

tii» shape of Hie 

island bears na 

resemblance to 

any member of 

the Maelstrom 

team, and is not 

greeted by 

uproarious 

applause whan 

commented an. 



Her* 1* lb* 

map again, 

n«W f hawing 

Hi* previously 

ho iced area 

ma Unified on 

screen. Mare 

settlements and 

geographical 

details tame 

into view. 



looming In yet 

again reveals 

yel mare 

details and 

contour lay- 

outs. Green is 

the lowest 

height while 

black describes 

the peaks. 



And then we 
switch into 

relief mode. 

Now the same 

area Is shewn 

with every little 

delve and rite 

displayed in 

glorious 

monochrome. 



This is tha 
limit of the 

magnification 
{unless you're 
prepared to 
shell out far 
an electron 
microscope). 
Good -looking 
fractal land- 
scapes, eh? 



Aha! Hare's a 

'scenic' Swiss. 

style corner of 

the Isle - let's 

hope It's full of 

tiny children 

and kindly, 

peace-loving, 
defenceless old 

wofchmah en. 
They'll be easy 

peas v fa blew 
to smithereens! 
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Freak weather conditions, a well- 
aimed rifle shot ar just general 
rubbUhness will result In yagr 
character doing a 'Mike Smith' 
and trash landing in tha tundra. 




THE VECTORS 



n moving, you are shunted 
instantly to an outside scene, as 
seen by you through ski 
goggles, or handglider goggles, or 
snow-buggy windscreen (depending on 
the method of transport}, Rearing up Dn 
all sides of you are hills and valleys. 
You can see quite a way into the 
distance where huge mountains loom 
out from the misty horizon. You can 
race around the undulating landscape 
(up to 60 rnph on skis), twist in and out 
of trees and ski-jump off cNffs. But let's 
face it, the Artie is not the most 
colourful of places. For that reason all 

□ the buildings and 
vehicles are dressed up 
in a motley of browns, 
reds and greens which 
stick out from the snow 
like a 70 foot sign saying 
"PLEASE BOMB HERE". 
While you're frolicking in the snow, 
you may encounter some of the 
General's advancing hordes-. This is a 
cue for a combat sequence and a bit of 
close range scrapping. The enemy will 
take pot shots at you, and you return 
their fire with rifle shots, missiles, stick 
grenades (ski up behind them and lob 
the grenade into their roof rack) and 
snow-torpedos (rockets on skis which 
seek-and-destroy across the terrain). 

To win the game you must repel the 
general's hordes and then infiltrate his 
base and destroy his heat mine and 
adjoining all-weather' Jacuzzi. No mean 
feat by any standards, but possible if 
you learn how to recruit the characters. 



THE CHARACTERS 



cons control the action and 

momentum of the game, and it is by 
using icons that you manipulate the 
characters. There are 32 characters each 
with their own skills, personality, likes, 
dislikes and history. For this reason you 
have to be very tactful in whom you 
assign to recruit whom, and selective 
in who you choose to be on your team 
to avoid personality-dashes. 

Each character has a rating for certain 
physical and personal traits. Gone are 
your shallow Charisma, Strength, and 
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Wisdom (as you might 
find in early, not as 
sociafly conscious 
games), we're in the 90s 
now, and Midwinter's 
characters have 
profound, real attributes. The emotional 
ones run afong the lines of optimism, 
sturdiness, charm and bravery, while 
the others like endurance, climbing, 
sniping and skiing define the physical 
makeup of the character. 

Every person has g skill or ability 
which wiil come in useful. The 
mechanic for instance, can repair 
damaged snow-buggies, while the 
hairdresser can give the more fashion- 
conscious character? a little 'trim' 
before they hit the slopes. The nurse is 
very useful when a character is injured, 
An injury (caused by a fall or by being 
shot) will hamper a character's 
capabilities. If he has two broken legs 
he will not be able to ski, but can still 
fire a gun. The same thing applies if you 
have a broken head - you'll be able to 
ski, but you have a little trouble Jiving. 
Wounds and damaged limbs are best 
bandaged up by the nurse. If she is 
unavailable, (in bed with Captain Stark 
for example) then another character can 
administer first aid. But no other 
characters have the Nurse's gentle 
touch (as Captain Stark will testify) and 
so their bandaging will not be as skilful. 



THE MAP 



he key to the strategy of the game 

and indeed the whole game is the 
map. Using the map you can keep 
tabs on the enemy, isolate and examine 
villages, zoom in and locate characters, 
zoom out and calculate your position 
relative to theirs, find heat mines,, or 
factories or cable cars - and generally 
do all those strategic type things, it all 
works Jike an electronic town map you 
might find at a Bavarian holiday resort, 

E Buttons down the side 
are tagged with types 
of buildings (factories, 
churches, chemical 
plants and so on) and 
once pressed, the 
selected buildings light 



MIDWINTER 




THE PROGRAMMER 



ike is so laid back he's 
almost lying on the 
carpet. But his 

nonchalance disguises a formidable 
programming mind and equally 
formidable softology. 
"I started doing Applied Physics at 
University/ he whispers casually. 
His time at 'Uni' coincided with the 
radical flared 'n' flowery peace- 
man-peace era, which obviously 
affected Mike who realised that 
"Physics was dead boring, and 
English was more interesting and 
easier." So Mike became an English 
teacher until he found that his 
tinkering with ZX-8Ts in the garden 
shed could be more lucrative. 

H is first and - still to this day - 
most well paid computer job was 
programming a games pack for the 
, miracle micro of its day, the ZX-81. 
Mike was approached by Sir Clive 
himself, and made a cool £6000 
from the deal. From then on Mike 
switched from computer to 
computer, writing games left, right 
and centre. Under one label, he 
fashioned a few quite well-received 
Commodore 64 games, namely 
Seige, Shadowfax and Snake-Pit. 
The latter was a weird Freudian 
nightmare featuring & screen full of 
writhing, cannibalistic snakes. 

Then came the big one - Lords of 
Midnight. A huge and revolutionary 
adventure/strategy game which 
boasted 28,000 locations, loads of 
characters and an addictiveness 
that would last for months. It was 
big and together with the follow up, 
Doomdark's Revenge, shot Mike 
into the big league programming 



world. A game based on Star Trek 
foil owed. Then reverting back to 
his fantasy roots, Mike's next 
release (under the Maelstrom 
banner) was Dark Sceptre, a 
spooky arcade adventure which 
was a huge success. He has also 
always nutured an interest in the 
works of J.R.R. Tolkien. 

" Lords of Midn ight was my 
little Lord of the Rings," he 
confesses. All his hobbity ideas 
were lei loose when he convinced 
Melbourne House that they 
needed a strategic LOTR. 

And now Midwinter, a slight 
change in tact and time period for 
Mike, with more arcade sequences 
and a more contemporary setting 
than his other games. Will he be 
going back to fantasy? "We've no 
firm plans as yet. Our next release 
will be StarLord, a computer 
version of the futuristic PBM game 
I ran in 1980 Then perhaps a 16- 
bit version of Lords of Midnight." 

After Midnight the next 'Mike 
Singleton game' was almost as 
eagerly awaited as the next issue 
of ZERO (plug). Was It difficult to 
live up to the expectations? 

"No, not really," he replies 
insouciantly. "I'm always trying 
new ideas," AH his games seem to 
be fundamentally strategic and 
cerebral, has he even wanted to do 
an arcade game? "We have done. 
Whirligig from Firebird- That was a 
shoot 'em up," 

Does this mean that Mike 
Singleton, strategy genius and 
action game hater, plays arcade 
games? "No." Amen. 




The Maelstrom team (from left la right): George Williamson, Mike 

Singleton \ sitting), Dave Gnu trey, Dav« ON mail,, Pete Barnett, Andy 
tlkerton, Hugh 'General Masters' BaHerbury, Vol Franco and •one 
ever-»-»lightly 'spicy' wall-decoration. 




up on the map. As you 
joom down, extra dots 
appear, representing 
less important locations. 
You can see the island 
(or a magnified portion) 
in two different modes: 
geography book or contour mode which 
shows all the political and rudimentary 
geographical features in colour; or yog 
can view it in photographic relief mode, 
which strips away the colour and 
replaces it with a what could be a 
monochrome satellite photo, detailing 
the contours and features of the terrain. 
The map is generatered with real time 
fractals, Fractals are equations that form 
landscapes when represented 
graphically. 

"We have SO control points which 
define the height of the land at 
particular points," Peter explains. "The 
rest of the land is filled in by fractal 
generation. We managed to get it 
looking rendering without spending 
processing time. It is as fast as a relief 
map as it is as a contour map. There's 
lots of detail you don't see until you 
switch it To relief - and it's all there, all 
the dips and lumps." 




Tho who!* map 
ii built arewnd 
*M» crude basic 
imeworic and 
-* ftllod In 
I detailed by 
l.rlme fractal 
ic* 
If yow can 
plain what 



•a try to 
eld doing It 
parti**). 



The map is quite a complex little beast. 
In the game there's a triangular face for 
every two pixels shown on the map. In 
total that's 10 million triangles in the 
graphics environment And most places 
have a name. It took the team oyer two 
days to think up them up. Whisky Cove 
is one, a reference to Mike's favourite 
pastime ithe pub); and Mad Joe's Pass 
is another., where the 'pass' is actually a 
treacherous canyon. 

That's in addition to the three years 
spent developing the game. Has it been 
worth the wait? We'll reveal all (hem) in 
next month's ish- 
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slight hint of the east in Switchblade by Simon Phillips, 
author of Rick Dangerous. Has Gremlin learned anything 
about releasing 'fab and groovy' games in its long five 
month absence from the software market? Sean Kelly and 
Duncan McDonald find out. 



an a 




ometrmes we don't know why 
peopfe bother with scenarios. We 
mean, they're all the same really. 
Either about a darkness obscuring the 
land cos the light? been nicked by a 
warped fairy. Or the wizard's magical 
stethoscope has been smashed into 
several pieces by an evil daycare nurse 
and you must travel throughout the huge 
caverns, collecting ell the bits whilst 
fighting off manifold meanies. Always 
one or the other. 

Switchblade fails into the latter 
category and this time the hero, Hiro has 
to hunt through the Undercity to find the 
16 chunks of the Fireblade which have 



rh* first mega-naity «plrfd« only off*. Hire ha 
goad at' kicking. (ST Screen J. 

been destroyed by Havok. No mean feat 
really, as the Undercity consists of huge 
caverns with loads of hidden passages 
and seemingly inaccessible pathways. 
There are even- hidden sections behind 
brick walls which are easy to miss, but 
often lead to massive areas of the 
Undercity. This is rather like the Mario 
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games, a genre which is making a bit af a 
comeback at the moment. Basically, the 
rotten bricks look slightly different from 
most of the bricks, and are destroyed by 
giving them a quick punch or kick. As well 
as leading to other sections, they often 
reveal any one of a number of different 
bonuses to help our Hiro along the way. 

LICE TO SEE YOU.,. 

Not suprisingly, as well as numerous 
labyrinthine passages, Hiro has to face a 
whole caboodle of enemies. Over 10 
different types in all, from mutated J ice to 
robots, not forgetting the nice different 
'natural' hazards such as proximity 

activated floor spikes. 
Luckily though, Hiro 
isn't unarmed and also 
has three effective 
bashing methods: a 
nifty punch, a mean mid 
kick and a low sweeping 
kick. To use any one of 
these, you must hold 
down the fire button for 
a varying length of time. 
Each type of mean in 
requires a different 
number of hits to 
destroy or repel it. 

For those of you who 
think armed combat is 
strictly for shandy- 
drinkers, there are also 
many ev'\i weapons 
hidden behind bricks, 
such as shuriken and fireballs, 
Unfortunately, these aren't infinite so 
you've got to make sure that you really 
put them to good use. 

As well as useful bonuses, Hiro will 
also stumble upon others of no practical 
use, but which provide a boost to the sort 
of person who thinks the highest score in 
a game is a reflection of their manliness. 
Amongst the more common of these are 
urns and diamonds which give a score 
bonus. Collecting the letters of the words 
EXTRA' and BONUS' will grant an extra 
fife and a 10,000 point bonus respectively. 

And that, as they say, is that. A huge 
128 screen arcade adventure, with loads 
of enemies, bonuses and... er... other 
things. But the question is, has Gremlin's 
game benefitted from its five month 
absence from the computer scene? 






* giv*n him a 
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Bnshing Mils hoi ilea thing it no mean 
fa at but n«Cf»*ary H you'r* going Id vie 
the next tectian. {Amiga ScraanJ, 





Saan: I first saw an 

unfinished version of 
|BjP \WT/ Switchblade a couple 
^Ma^ - ~V''' of months ago and 

^H^ Y \ suspected then that ir 

wouJd be a brilliant 
game, I was right. It's 
a real corker, 
Apparently, 
Switchblade has been Simon Phillips' pet 
project for a couple of years now, and the 
fact that he has had the opportunity to 
work at getting it as perfect as possible 
without the pressure of any deadlines, 
really does show, It's a very sophisticated 
game: there's no faffing around with 
multiloads, and none of the 'show off' 
type things that a lot of 16-bit program- 
mers tend to throw in to prove how J fab' 
they are. Just highly polished payability 
from the word go. 

The graphics are nice and dingy, just 
like real caverns would be I suppose but 
not so dark as to make the game dull to 
look .it. the writes, although r\T , r I y tiny, 
are all beautifuNy animated and extremely 
detailed. There's a nice orientally sound- 
ing tune and some excellent clangy 
metallic in- gam a effects throughout. 




Our cprttoh/ Hire's triple jump attempt. 
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HASSLE FACTOR: 

No problems at all - it's highly 
polished and loads in one go. 



However, what makes Switchblade 
really stand out is the s'heer breadth of 
payability. Even after visiting a location 
10 times, I still found the sort ol little 
hidden bonuses and passages scattered 
all over the place, which are reminiscent 
of Super Mario Brothers- It's these 
elements which leave you wondering if 
you really have found all the secrets of a 
particular section that make Switchblade 
so addictive. There is also a massive 
variety of enemies, weapons and pick- 
up bonuses to choose from. 

In addition, each game- lets you get a 
little further into the caverns, drawing 
you back into the game just as you were 
an the verge of giving up. 

My only gripe is the lack of a SAVE 
facility -even a HAMSAVE would have 
been welcome, as going back to the start 
at the end of each game is a little 
tiresome to say the least- Picogripes 
aside, Switch b lade is one of the best 
arcade adventures around - mapping 
freaks will be in heaven - and one which 
I could recommend without hesitation to 
any fans of the genre. 
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Perii; tt ektmpk of whftt an 
RKnellem arcade adventure 
should be like, A line return tn 

farm tor Gremlin wilh an 

fritrtmely classy game. 





Dune: Here's a little bit of 'games 

scenario blurb' for you. Terribly sorry and 
all that but there are only three small 
sentences to contend with. Here goes... 
"For 10,000 years he slept, His mind 
feeding on the nightmares of the weak. 
Now he has awakened." 

Wasn't too painful, was it? I suppose 
you'll be wanting to know who 'he' is. 
Well you'll be 'wanting' for rather a long 
time because I'm not going to tell you. 
(He's called Havok and he's the person 
you have to find and kift actually, Ed.) 

Switchblade is an absolutely 
ginormous flip-screen explore 'em up. It's 
also a bit of a punch 'n' shoot 'em up as 
well, containing elements from Super 
Mario Brothers, Ranarama, Rick 
Dangerous and, to a certain extent. 
Spherical And it's blinkin' good. I'll talk 
you through a little chunk from the 
beginning of the game, 

"There's my little sprite, Hiro, He's 
even smaller than David Rappaport. Let's 
walk him to the left. Hmm. The anima- 
tion's quite nice- for one so tiny. {Sound 
of screen 'flipping'), Blimey, a little 
flickering bonfire thing. I"1I head back the 
way I came. 
(Several screen- 
flips and alien 
encounters later). 
Ho ho. I dealt with 
those nasties 
rather skilfully. A 
deft kick to certain 
parts of their 
'anatomy' did the 
trick nicely. 
Yaaaarrggh - I've 
fallen down a hole. Oh no, same bigger 
nasties, Kick punch kick punch kick, hee 
hee hee. But there's no way back up or 
down either, Looks as if I'm going to have 
to just sit in this tiny hole,,. 

... (A few weeks later!, ho hum. Bored, 
.bored, bored., bored, bored. I know, I'll 
commit suicide - but before I do. I'll just 
go and kick that bottom wall block. Well 
I'll be... it's disappeared. So has the one 
above it - and there's an icon for me to 
collect, Blimey, I've got a weapon to use. 
Hey, another part of the screen has lit up: 
it's another room and there's a ladder 
going down. Corks! It's a reallv big room 
full of platforms and aliens. I'm off." 

And that, in a nutshell, is Switchblade 
Cor an extremely miniscule part of it, 
anywayl. It's choc-a-bloc full of surprises 
and 'how on earth do I get further than 
this' type dilemmas. The learning curve is 
brilliant- frustration really does raise its 
ugly head occasionally but you'll always 
crack the problem (i.e. discover a new 
disappearing block to hit which will open 
up a whole new series of passages) long 
before giving up. 




One mean mutha,.. 



And Switchblade's not lacking on the 
shoot 'em up front, either, There's 
everything you could possibly want, 
from the 'fl-rypiisft' power bar (where 
holding the fire button for varying 
lengths of time gives you a different 
amount of punch, kick or weapon 
intensity} to the icons that increase those 
things that need, 
erm, increasing. 

Switchblade is 
a thoroughly 
absorbing and 
enjoyabie addition to the genre of 'think 
and kill' games, In fact, it's dne of the 
best. The graphics are great, the sound is 
great, the action is great. In fact 



HASSLE FACTOR: 

(There isn't one). 




Mire play* Poftuptnoi And Ladder* (Amiga Screen). 




Hiro has la bash thai nasty underneath him if 
■•'•to gat to Bio bottom left ex ft (ST Screen). 

everything is great. And it's big, with well 
Over 1 00 screens {plus the way that each 
screen is made up of smalfer 'screens' 
which only Ifght up once they've been 
entered - s la Ranarama - makes it seem 
even bigger). All in all,. Switchblade is an 
extremely polished bit of software, so 
here's some advice: buy it. 
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deliver the 
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Nintendo 
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PC Engine 
for the UK - 
but not from 
NEC 

Plus news, 
reviews, 
hints, tips 
and cheats 
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SPELLCASTER 

Battle with oriental magic in 
this sensational Sega adventure 



A peak at Nintendo's Game Boy 
and some of the software 
that's now available \ ^ 





GHOST5 'N" GOBLINS 

Fight off nasty ghouls and 

gremlins in Nintendo's 
bruising beat 'em up 

EH3S5 



* Great fun. colourful and addictive 
too : Overall rating ; 31 % 

J A. Smith 
Amiga Format {January issue I 

* It's one of the best 16 bit explora- 
tion games around A great combina 
tion of platforms and arcade adventure 
action. Overall rating : 81 % 

Computer & Video Games 
{January issuel 

1 Twinworld is a lot of fun! Overall 
rating : 73 % 

Phil King ZZAP (January issuel 




Available on ST and Amiga 
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SANTA PULLS ,— , 
THE PLUG 

The launch of the 
Konix Multi-System 
has once again been delayed. 
But the good news is that the 
console's future has been 
finally secured with a rather 
hefty cash injection from 
distributor Addons. 

Previously promised in time 
for Xmas shopping, the 
console is not now expected 
until early next year. Konix 
was very nearly toppled by 
taking on too much itself and 
when Epyx, distributors of 
Konix joysticks, crashed owing 
Konix a lot of dosh, things 
looked very uncertain indeed. 

Due to this recent rough ride 
Konix has been looking for a 
buyer. Addons showed interest 
and ended up buying a stake 
in me company. Just how 
much control Addons has over 
Konix is as yet unclear, but 
mat's unimportant when the 
console's future is at stake. 

So fust when will the Multi- 
System actually hit the streets? 
Konix is still hoping to get a 
few machines out by Christmas 
but nobody's taking them very 
seriously. With money in the 
banks Konix can now go 
ahead 'with manufacturing so 
Easter next year now looks 
like a possibility. But don't 
hold your breath... 

GIVING MENTION 
A MENTION 

Want a PC Engine? Mention 
have got just the thing. It's 
called the PC Engine Plus and 
is claimed to be 100 per cent 
compatible with the UK TV 
system. For £ 1 99 you get the 
complete package and a 
guarantee that it will work on 
all UK TV systems. Many other 
dealers offer Japanese Engines 
which have been fudged to 
work with the British TVs. 
However, the image 
quality is generally 
very poor. Mention 
is on (0436) 78327. 



CUTESY 
CONSOLES 

London Software Designs is 
currently devising a corker of a 
new game, Chronicles Of Cute, for 
the Atari 7B00 console. 

Programmed by Colin Hughes and 
graph i eked by our very own master 
artist Alan Tomkins, Cute is due for 
release fairly soon. 

The game is being programmed via 
the ST, The ST is used for program- 
ming, then code for trie 7800 console is 
squirted across to the 7800 via a wire 
and a certain amount of prayer. A 
developers' pack for the 7800 costs 
f 20QQ - for that you get an ST r a hard 
drive, lots of wire, a 7800 console and 
an oversized RAM cartridge that holds 
the game being developed. 

There will be four levels in the final 
version of Cute. You'll control g lad or 
lass and fight and jump your way 
through hordes of mutated insect life to 
rescue your sister or brother. Well scary 
Stuff! And the game will cost around 
£15, Look Out for it 'COS I'm sure it's 
gonna be a winner. 



BEGINNING... 

If you're head over h»ls in love with 
power, just turn to the Sega Megadrive 
machine for comfort. This cutting-edge 
console (colled the Genesis in the 
States) isn't due to be officially told in 
the UK until next year, but 'moles' 
from the USA report it's already 

Outselling the American version of 

the PC Engine so there should 
be phenomenal software 

support ■when it eventually 

appears over here. 

Virgin Maitertronic is 
already touting a list of 15 
gomes due for release, These 
include Super Thunderb/ade and 
Ghouls 'N' Ghosts. It looks as if arcade 
giants Capcom and software houses 
Attivision and Spectrum Holobyte will also 
be lending their support to the console! 







This voluptuous woman (you'll find 
her in the console version) is 
modelled on Alan Tomkins. No jokej 

hie sot himself down, peered in the 
mirror, pouted, winked ond drew 
what he sow. We reckon he thinks 







_ Art Studio 

graphics package and designs all the 
graphic masterpieces in it. On the left 
you can see the ST enemy graphics in 
Cute while on the right you can see 
the baddies for the 7800 console. 




NINTENDO 60 FOR THE THROAT 

* ** ■ I In Hi* run up to Christmas, Nintendo will be making its 

1 1 i.l biggest stab yet at the UK market with the launch of a 

I 1 — 1 : [ J maulva television ad campaign fa promote Its entire 
range of products. In two adverts, screened nationwide, you'll 
got to see the full range of Nintendo'* hardware. Including the 
sapper light gun and robot. 

Nintendo has built up a huge market In the States, sailing 
everything from breakfast cereal to Nintendo underpants (hem) 
and Is, understandably, interested In doing the same thing In the 
UK, As a result. Serif Is fa take over distribution In this country. 
Nintendo offshoot, NESI, previously tried this subtle markrting 
ploy but failed to make any Impact. 






MEGADRIVE 
EXPANSION 

Everyone's always after more and Japanese 
console giant Sega is about to offer it. In 

Japan, Megadrive Owners are about to be 

offered a 3,5" disk drive and keyboard 
which will plug into the console. This will 

transform the console into a 'mega home 

computer' - that" s bow the Japanese are 
billing it. Which in turn will mean that 
serious graphics and sound packages could 
be written to unleash the Megadrive 's 
potential. Sega is believed to be working an 
a light tablet which wilt plug into the Mega- 
drive. Software is also being written to take 
advantage of the console's huge colour 
palette and high resolution. 
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SPELLCASTER 

Virgin Mastertr*nlc/£29.95/5ega 
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CLASSIC 




Categorise this one and you'll be 
in for some problems. Is it an 
adventure or an action game? 

well, at the end of the day who cares? It's 

how It plays that matters. And this one 

really does play. 

Plug it in and switch on, and things 

blast out at you like a bolt from the stars. 










The graphics are brilliant. They're very 
colourful and feature some great 
animated action. 

The game is set in Japan with hosts of 
peaceful little temples dotted all over the 
place, The temples are under attack from 
men and mutants, In an attempt to 
defend therrij a band of warriors were 
sent to one of the towers called Enriku,' 
sadly they were all nobbled. 

This is where Daikak pops up He's 
head of the Summit Temple - the most 
important of the lot. This guy summons 
up his brother Kane, who's one mean 
dude. We could go into long detail about 
how he went about obtaining special 
powers, but it's infinitely yawny so we'll 
just say he's acquired the ability to shoot 
fireballs, dispatch a few bolts of 
lightning and fly. In short, he's a 
Spellcaster. 

Kane is now needed to guard the 
people who taught him these skills 'cos 
there are evil men pouring out from all 
over the shop, and they're intent on 
slaughtering everything that moves. He 
must first go to the fallen Enriku Temple 
and defeat enemy after enemy before he 
can reach the temple. If Kane gets 
through, he meets a soldier in the middle 
of his dying breath who mutters 
"Izumo", before gasping for the last 
time. You then wander back to the 
Summit temple and march forward 




Thlm If. k*w all Hi* action i(*n»i an made mp ■ 
with t pmt* for M*w*ge* and spell*. 



through other adventures all about 
avenging the death of your fellow 
warriors at Enriku. 

The adventuring is in the form of 
finding clues and using them to seek 
retribution, but to get the dues you must 
fight some mini battles. These are very 
impressive and require you to be on the 
ball with every move you make. You go 
through sections where you need to fend 
off fire-breathing dragons, jump from 
one platform to another and enter into 
combat with armed soldiers. All the 
variety makes for a very playable and 
enjoyable game. 

There are a lot more benefits to being 
a SpeMcaster than you might imagine. 
The ability to cast spells means that you 
need tg give a lot of thought as to which 
spell will defeat the marauding beasts in 
front of you. There are eight spells you 
can use and these let you hand out 
smart- bomb attacks and can even give 
you limited invincibility. 

Strength and Energy is what the 
game's all about. You start with 20 units 
of each, Energy goes when you cast 
spells and strength disappears when you 
touch an enemy. If these get to iero, 
you've had it. 

A ninth spell is given to you at the 
start and this is essentially a save 
oosition feature. You're given a 24-digit 




You've get a range el weapon* and 
by Ufing them property you can 
thresh Hie opposition. 

code which returns you to the same 
position next time you play. 

Spelicaster is one of the? best games 
available on the Master System at the 
moment. That's not immediately obvious 
until you get into some of the action 
sequences and then, boy does it hit you. 
There are lots of clever twists and turns 
in the plot which means there's never a 
dull moment. These become graphically 
more exciting the longer you play. 

The only thing that prevents the game 
from being a true adventure is the way 
you're constantly guided through the 
game. There's never any chance of you 
taking a wrong step because the game 
tells you exactly where you're heading 
whether you like it or not. 

Nevertheless, the action is brilliant 
and if you're looking for a classic console 
hit then you need look no further. 

THE VERDIC T/TI 



Your indispensable 
guide to underhand 
gameplaying. 

ALTERED BEAST 

Mega Drive 

In addition to a sound test, you 
can change your altered shape 
For each round, the start round, 
difficulty, length of power bar 
and number of men - if you 
can't win with that lot, then 
forget it. 

Altered ego - turn off the 
machine, press the pad down 
and to the left while holding 
down all three buttons. Switch 
on the machine. Move the left 
and right directions to change 
the beast and move down to 
change the level. Press START to 
continue. 

Ploy select - hold down B and 
press START. Move the 
directional control to the left or 
right to alter the round, press 
down and then the left or right 
directions to change difficulty, 
press down and left or right to 
alter power bar, press down 
ond left or right to change the 
number of men. Press START to 
continue. Hold down A and 
press START to play with your 
alterations. 

Music test - press the pad up 
and to the right while holding 
down A and C. Move the 
directional keys up or down 
and press button C to hear a 
sound. Press START to exit. 

DOUBLE DRAGON 

Sega 

If you want infinite lives on a 
one player game, then play as 
far as the fourth level and 
move towards the doorway. 
When you're in the centre of 
the door, perform some back 
kick leaps and repeat this 
action until the 'Push START' 
message appears for a second 
player. You've now got infinite 
lives. 

DRUNKEN MASTER 

PC Engine 

Switch on your console with the 
cartridge installed, now switch 
it off and back on again. Press 
and Hold the RUN and SELECT 
buttons, release the RUN button 
and push up once. Now you 
can release the SELECT button 
and push up three times in a 
row. Now press right six times, 
down twice and left three 
times. Choose the stage you 
want to play and you'll be 
transported there with 
invincibility. 
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SHINOBI 

Sega 

When the Shinobi title picture 
appears, pull back the joystick 
and press button 2, Ml and 51 
now appear on the screen, 5 is 
the current stage number and 
M is the mission you're 
undertaking. By using the stick 
to move through possible 
values you can go to any parr 
of the game you like. 

RUSH 'N ATTACK 

Nintendo 

Occasionally you'll come across 
an unexpected blind spot 
amidst an onslaught of 
enemies. One of these blind 
spots emerges during the 
Rocket Men's attack at the end 
of stage two. By moving to the 
far left of the screen and 
standing still, the Rocket men 
will go away. However, not 
every stage has a blind spot. 

TETRIS 

Game Bey 

The quickest way to score big 
points is to score a 'Tains' - this 
is the elimination of four lines 
of blocks simultaneously. The 
only way to rack up a Tetris is 
to have plenty of bricks 
already on the screen and, if 
Hie machine is really nice, a 
long block will appear to 
neatly fit down a long one- 
block-wide opening. 

RAMPAGE 

Sega 

If you can't get as far as you 
want, wait for the Game Over 
message and then push both 
buttons down at once. You'll 
now be able to continue from 
the lost level you were playing. 

ARKANOID 

Nintendo 

To skip O round you must press 
the A button and START at the 
same time on controller one. It's 
imperative that you get the 
timing right otherwise it won't 
work. This only works for 
rounds 1 to 17. 

GET YOUR TIPS OUT 

Send in your 
'/~ — ~> I gameplaying tips, 

* ■ mops, tactics or 
cheat codes and you could win 
some hot software releases for 
your machine. Send your 
secrets to Cheat!, Console 
Action, ZERO, Dennis 
Publishing, 1 4 Rathbone 
Place, London, W1P IDE. 
Don't forget to state which 
machine you own, and which 
the tips are for. 



GHOSTS 'N' GOBLINS 



£24.99 /Nintendo 

® Although Ghosts 'N' Goblins has 
been available for a very long 
time in the States and indeed, on 
other formats in the country, it has only 
just been released on UK Nintendo 
Format, But why must Britain always be 
the last to get such goodies? Well, at 
least it's here and it certainly lives up to 




Ooohh, this looks tricky _ yov'r* just about to enter 
the ghost town and you're praying like Mad that 
nothing's going to leap out of the water. 



all expectations 'cos it's as addictive and 
challenging as the coin-op. 

The beautiful princess has been 
captured and it's now up to you, oh 
valiant knight in shining armour, to fight 
the enemy with five types of weapon 
and get your 'chiqk' back- On your 
travels you pass through seven guarded 
gates and must fight demons, dragons, 
giants and zombies. Now's the time to 
chicken out. Go on Arthur do your stuff! 

As you wonder through the various 
levels enemy characters will burble up 
from the ground - ugh! They're really 
gruesome and have no qualms about 
walking all over yqg if you let them, 
Other unsavoury characters appear the 
further you get in the game - ravens, 
green monsters, rod devils, flying 
knights, forest ghosts, unicorns, blue 
demons, petite devils, big bullies, bats, 
tower monsters, dragons, Satan and the 
Devil. The closer you get to the seventh 
gate, the harder the enemy monsters 
are to kill. The dragon for instance, 
requires eight hits directly at its head. 



If you get trampled by a zombie, 

slimed by a ghost, or lanced by a flying 
knight, you lose your suit of armour. 
Poor old Arthur really does look a sight 
without his clothes on. A second hit, 
when armourless (harmless - geddit? 
Oh, forget it!) proves lethal, 

Every time you get killed a map 

appears showing your 
position in the game - it 
wouldn't be so bad if 
you could press fire and 
get rid of it. But oh no, 
you've got to sit 
through the map while 
it scrolls from the 
beginning to end. 
Tedious or what! 

Throughout each 
scene there are jars 
containing different 
weapons. Pick one of 
these up and you might 
be lucky. Javelins and 
swords are the best; 
torches and axes are a 
tad slow while the cross 
only temporarily halts 
(Mb enemies' progress. 
Other items can also be picked up. 
Money bags - well, they're obvious 
really but what gets you points? Prizes, 
of course, Ever so occasionally you'll 




Here's the end of stage two and you're Just 
about to become history. Leak* Ilk* the 
unlearn It going to sit an ywir bead 
that'll be pleasant, won't ft? 




come across a pile of armour - well 
worth picking up if you're starkers. A 
helmet adds another life, a filled star will 
add a few seconds to the time you hove 
to finish your quest while an empty star 
will do the reverse. The frog king 
becomes a frog and the magician turns 
you into a frog when disturbed. Must be 
true what they say about princesses 
having a penchant for frogs, 

The graphics are detailed and 
colourful, the scrolling is very smooth 
and the gameplay wonderfully addictive. 
A game that's going to keep you playing 
well into the (klnight time. 
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The ghost town and the fat apes ere 
after your armour. There'* also a 
raven that doesn't leak too pleated. 



THE VERDICT 
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A GAME BOY 

THE HAND IS 

WORTH TWO... 

After bullying custom officials Dickie Monteiro 

managed to smuggle a Nintendo Gome Boy info the 

country. He even gat his mits on a couple of games... 




At the Summer CES show in the 
States, Nintendo displayed to 
stunned show goers, the new 
Game Boy console; a pocket-sized 
cartridge- based absolutely mind-blowing 
(and you're not going to get a go) 
fabulous box of tricks. Revolutionary 
might be a better description. 

Unlike early hand-held game 
consoles. Game Boy doesn't use a 
permanently burned LCD display and 
you're not restricted to playing just one 
game, We are talking very clear black 
and white pixel graphics with variable 
levels of shading on a dot-matrix screen, 
Mintendo Entertainment System quality 
sound, smooth scrolling and all the 
Nintendo software 
support you could 
ever want. For 
such a 

smalf 
A 




Shove one of those cartridges up a Gnm« Boy 
and tee what happen*. Oh, «r, M 



gadget it packs one almighty punch. 

The unit itself is pale grey with a two 
inch square screen which offers a pixel 
resolution of 160 x 140, A familiar {well, 
familiar if you've got a Nintendo 
console) directional controller, A and B 
fire buttons, and the START and SELECT 



buttons just beneath the screen. 

Power is supplied to the console via 
four small batteries. You can expect the 
batteries to give you 20 hours of 
continuous punishment. A six Volt 
power supply can be used for playing 
the machine at home. 

Apart frorr a volume control, 
contrast control, on/off switch and 
headphone socket, the oniy other 
exciting item on the console is an 
extension connector. This allows two 
Game Boys to be hooked together via s 
Video Link. Two players can then battle 
it out head to head. Yeoww! Just one 
drawback- both players require the 
same game cartridge, 

The unit is very compact inside and 
populated with Japanese custom chips. 
The driving force behind the Game Boy 
is an 8-bit ZEO processor - more than 
enough to drive the screen and aif other 
operations. The processor isn't the 
normal oblong affair -that simply 
wouldn't fit into the console's compact 
design. Instead a redesigned ZE0- 
compatible processor has been used. 
There's also 64K of RAM to keep tabs on 
all the program data. 

Game cartridges, which easily slot 
into the back of the console, are actually 
a little larger than screen size. There are 
currently only five titles available but 
Nintendo expects to flood the market 
early next year. See the box for a run 
down of what's now available and 
what'il be coming soon. 

Game Boy will be available in this 
country around Easter of next year. 
Official Nintendo distributors over here 
have yet to decide on a price but it is 
expected to be close to the US price Df 
$89,95. Game cartridges in the States 
are a standard $24.95, Again, a UK price 
has yet to be set. 



ATARI'S HAND JOB 



Dot- For release very shortly in this 
country is Atari's Lynx, a colour hand- 
held games console* 

Just to whet your appetite, the Lynx 
has a resolution of 160 x 102, a palette 
of 4096 colours with a maximum 16 
colour* on screen, stereo sound and, like 
the Game Boy, uses plug-in cartridges. 

Lynx already Sulla in the Stores for 
$149.95 while the games go for $34.95 . 
Six titles, are now available: California 
Garnet (free with the system), Blue 



•J ZERO 



Lightning, Impossible Mission, Monster 
Demolition, dotes Of Zendoion, Time 
Quests & Treat ute Chests. 

While Atari has touted lot* December 
as the UK launch date, it seems unlikely 
that the deadline will be met as no 
machines have been handed out to 
developers or the press. Easter next year 
seems a more plausible launch. 

Look out for a full review of Lynx and 
the various games available as soon as 
we get our hands on one. 



GAME BOY GAMES 



Until we master the art of taking 
Game Boy screen shots, you're going 
to hove to suffer wads of descriptive 
text. Ah well, 1000 words will do 
what a picture can't i.e. take up a lot 
af room and bare you stupid. 

TETRIS 

What a classic I And converted so well 
lo the Nintendo Game Boy. The game 
is 'unputdownable', which is worrying 
for Nintendo as it's given away free 
with the system. The idea in Tetris, as 
if you didn't know, is to slot blocks of 
various shapes together as they pile 
up in a heap at the bottom of the 
screen. So simple yet so addictive. 

SUPER MARIO LAND 

Yet another suberbly playable game. 
If Mario and his pals can't sell the 
Gome Bay then nothing can. Your task 
is to rescue Princess Daisy from a 
whole cast of nasty characters that 
include exploding turtles, spear- 
throwing bees, stone faces, poga men 
and upside-dawn killer plants. Yikes! 
And it's so goad. 

ALLEYWAY 

The list of Breakout clones is endless 
but the game genre still doesn't lose 
its appeal. Affeyway provides you 
with a whole new range of brick - 
bashing challenges. Besides bouncing 
a ball against brick and bat, you must 
contend with scrolling tiles, falling tile} 
and bonus screens. Pity special 
weapons can't be picked up. 

BASEBALL 

Step up to the plate and dust yourself 
off for a full nine innings of video 
baseball. Thanks to the Game Boy you 
can take the stadium with you! In 
addition to pitching, batting and 
fielding, you can also play managar 
and select the line-up. 

Other games in the offing are 
Ghostbusters 2 from Activisian, 
Castlevania,, Motortrots 
Manioc $, Gridiron Gladiators, Saga, 
Boxxfe, Hyper lodm Runner, Kareteka 
Nintendo Gotf, Locfc-N-Chase. With all 
these titles and many more on the 
horizon, Game Boy is fast becoming o 
fantastic game machine. 













TINTIN ON THE MOON 




"Hello control station ! Here is the moon rocket. Tintin speaking. I have just regained 
ronciousness. Everything seems OK, we ore now taking over the controls of the rocket 
Aboa rd the rocket, y ou wil I rel iv e wi th Ti nti r and his fri ends th e most exciti ng a dventu re th e 
world has ever known. The first trip to the Moon I 

Will you succeed in piloting the red and white rocket through space and achieve a flawless landing ? Will you 
[nplure Colonel Boris, the traitor, who wants to make the expedition fail ? Will you be able to find the extin- 
guishers to put ojt the fires, even while floating in zero-gravity (which ins t every body's ideo of fun) ? Will you 
succeed in finding and disarming the bomhscnd freeing your companions in order to get out of the rocket to make 
the first step on the Moon ? You will discover all this hy playing "TINTIN ON THE MOON", thefirst computer game 
bed on the comic books by Herge... 
Before Armstrong there was Tintin and.., may be you ! L 

Available on : AMIGA, AMSTRAD, ATARI ST, SPECTRUM, C64, IBM PC. 

JN (J (j R A /V\ L D **—*^J^ Mitre House -Abbey Road- Enfield Middsx - EN 2RQ-Tel. (01) ?6.40.123 





The crashing of bamboo shinai as the Kendo These are the Oriental Games - 
warriors do battle; the stamping feet and Kendo, Sumo, KungFu& Freestyle combining to 
pounding ffesh of the Sumo wrestlers vying for form the ultimate modern-day martial arts 
control of the ring; Kung Fu masters competition. 



turning inner strength to powerful 
punches a midst a flurry of scissor-kicks; 
and the no-holds barred brawling of 
street corner Freestyle. 




When you have attained the wag of 
strategy there wif! not be one thing which 
you do not understand." 

Miyamoto Mushasi, Japanese 
swordsman of the seventeenth century. 

Unit 1 , Hampton Road Industrial Estate, Tetbury, Clos. CL8 8DA. Tel: 0666 504326/504412, 




ZERO and US Gold proudly present.. 



UNDER THE KNIFE 



(THE MOONWALKER COMPOl 



ing Michael Jackson * Directed by US Gold • And introducing a stunning cast of prizes... 

^ » YAMAHA DX1 1 SYNTHESISER (WORTH £500) + 

(Jen copies of Mooitwatker {the (omputer game) * Ton rather '<hii' Moon walker T-s Kir ts 



THE PL 

Michael has to fescue his 
'friend' from an evil 'Mr Big' 

US Gold has given him four 
Jewels in which to do so. 
Luckily Michael is totally 
mad - which means he can 
change, at will, into a car, a 
spaceship, a banana and a 
giant tea -towel (or some- 
thing rather similar). And 
adventure is never far sway. 
In fact it's a song and 
dance's distance around 
every corn erf 
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IE PRIZES 

A YAMAHA 



DX11 'SYNTH' 

Wow. That's first prize by the 
way, and it's worth about 500 
quid, It is (of course) a MIDI 
keyboard, which means it can 
actually 'talk' to your 
computer, and they can make 
'beautiful music' together 
ionce they become fully 
aquainted, that is). Errn, 
specifications time. Eight 
voice multi-timbral operation, 
Advanced editing functions, A 
total of 224 Frequency 
Modulated voices. Stereo 
Outputs and a 'pan effect', 
Special effects such as 'echo' 
and 'auto chord set'. And 
loads more, but this isn't the 
blimming brochure - so the 
only way to find out more is 
to win the blasted thing. 

OTEN COPIES OF 
MOONWALKER 

Wow, For ten 'second pfacers' 
by the way. A copy each of 
US Gold's rather bizarre 
'game of the film', ft's well 
weird. State your computer 
type on the coupon. 

Off N MOONWALKEK 
T-SHIRT THINGIES 

Wow. Erm r these are for the 
'runners-up' by the way. Each 
'chic' piece of kit features a 
white Wacko Jacko on a black 
background (which is sort of 
ironic - but we've all got used 
to that now, haven't we?). 



THE REWARD 



THE COMPO 
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It's all very simple - we've 
decided it's time for Michael 
tD go 'under the knife' again. 
What should he have done 
this time though? Well 1 , that's 
where you come in - and it's 
Ding to involve using 
cissors, glue and a bit af 
hard work (you can't expect 
to get a spanky new 'synth' 
for nothing, you know). 

We've supplied you with 
the raw material (namely 
Michael's 'boat-race'), and 
the idea is for you to flick 
through all those Sunday 
colour supplements (or 
whatever) to find some facial 
parts that you feel would 
improve his overall 
countenance. Basically, cut 
'em out and stick J em on, 
You can only add up to 
seveji bits, but apart from 
that it's entirely up to you 
what you do. The funniest 
one will win (but don't . 
forget, it's still got to be 
'recognisable' as Michael). 
Remove the page when 
you've finished, fiM in the 
coupon bit, and send the 
whole shebang to Right — 
I'm Now Ready To Take 
Up Plastic Surgery 
Profession oily Compo, 
ZERO, 14 Rathbone 
Place, London W1P 
1 DE. And get your entries in 
before January 31st 1990. 
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But the i&hale p^yr is [he coupon 
really, so... oh, we don't know, we'll 
shul up actually. 

NAME 



ADDRESS 



'ZIP' 



My computer is a 

[no rude words please). 



■ E mplgyew. <jl Perm. E Publishinu and US Geld 
Mflfl enLar, because lhev' r a [dd lAlreimd -Tftrri 
tG« youf 'bBntOGS*' in hy Jgiw&iy 31 81 19S0. 
• Hit E/d'9 daemon la final. No il iWl. ¥*= il it 
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'TAKE NO PRISONERS.GIVE NO 

QUARTER, MAKE NO 




"X Out is not simply a game, more a multi-sensory 
assault - the first of a 'new wave* in software 
development that not only restates the principles 
of games programming, but then transforms the 
expectations of the new generation of games 
players. Computer entertainment developed on the 
computer for the computer," 



From the farthest reaches of outer space, they came to Inhabit the depths of our oceans. 
From their savage assaults on a defenceless human race, grew a planet's last desperate 
crusade - project Deep Star, the ultimate underwater war machine, Early encounters 
proved catastrophieally ineffective, however a few kept faith, all the tune improving 
Deep Star, the greatest collection of mart's technical wizardry, committed to the hands 
Of a lone gladiator for one final attempt at halting the inevitable _ the frantic death throes 
of a civilisation sinking Into darkness, 
That gladiator's battle cry ... take no prisoners, give tie quarter, make no compromise. 

• Strategic underwater action. • Over SO simultaneous 'on screen ' objects. 

• 4/8 colour graphics. 9 SO pics per second scrolling! 

• 8 levels each 160 screens. • 40 different aliens. 
f) Kulti graphics styles incL lava, fire, crystal. 

• "Buy and sell" over 2$ mufti functional extra weapons. 

• Free style configuring of weapons and satellites. 
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Keu*be+t 
*& Arts 



CBIVI 64/128 & Amstrad CPC 

£9.99 tape, £14.99 disk 

Spectrum 

£8.99 tape, £12.99 disk 

Atari ST St Amiga'- £19.99 disk 



ti SkEtty Clow, BraekniUl Btuttt£Bs Park. Northampton NN4 OPL. 




OUTRUN 

Best not to mention the word Outrun to anyone from US 
Gold. It's not exactly hod bundles of fun with the various er«. 
You Know What licences. First there was You Know What, 
which was pretty lousy. Then there was You Know What 
Europa. Nuff said. Tempting fate and saying 'third time 
lucky 7 quite a lot, US Gold are back with Turbo You Know 
What. Sean Kelly and Jackie Ryan prepare their go -faster 
stripes and fluffy dice for an Outrun outing. (Whoops.) 




A 



Tltli I* where it all start* In New York. Ahead 
Of yew lie* 1 00s of miles of dusty roads and 

na fimo tor snogging, (Amiga screen) 

read* conversions. Not much 
you con say about them 
■ really. As a rule, they 
generally involve driving very fast, 
kicking someone's head in, or 
shooting lots of people and/or 
spaceships. They're usually very 
simple too, 'cos the instuctions have 
got to fit on that little space on the 
cabinet between rhe fire button and 
the 'reject coin' slot. 

Turbo Outrun foils into the 
'driving very fast' category and the 
main objective is to,,. er„, drive 
very fast in a Ferarri across 
America, taking in some of the 
more scenic states and, it seems, 
just about every weather condition 
from blistering desert to freezing 
mountains. And that's it, scenario- 
wise. Usual joystick commands, 
usual scrolling scenery, other cars 
and scenic routes. Oh, and turbo 
boost and stage bonuses as well. 

Using turbo IS a temporary 
means of making your car go faster 
than Fergte into a cake shop, but 
use it carefully cos if you use it too 
often (like more than twice in any 
one stage) it'll result in your car 
overheating pretty darn quickly. 



Using turbo also means that some 
bends will be just about impossible 
to get round 'cos you're moving like 
o bullet, so it's best to use it on 
sections of road with which you are 
familiar. Should five sections be 
completed, then a bonus screen 
appears giving a choice of more 
add ons than Ken and Barbie's 
Barbeque Set, These fall into such 
categories as a high tuned engine, 
super grippy tyres or leather 
upholstery, (One of these isn't true) 

Has US Gold improved on its 
previous You Know What outings, 
or is it yet another old banger? Let's 
take o test drive. 




This Is America, one of our larger 
colonies, As you can tee, no boats 
can land there because It's surrounded 
by high cliffs, (Amiga icreett) 



WHAT'S WHAT 


TITLE 


Turbo Outrun 


PUBLISHER 


U.S. Gold 


PRICE 


ST El 9. 99 
Amiga £24,99 


FORMAT 


ST/Amiga 


RELEASED 


Out now 
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Sean: I must ad'Ti't :hal burning rubber, 
driving Ferarri Testacullas and snogging 
girlies is my idea of an evening well 
spent So it's not supriging then that 
quite a few shiny coins found their way 
from my pockets into various Outrun 
arcade machines up and down the 
country. When U.S Gold' released Outrun 
however, nothing changed cos it was 
pretty, er.. naff, Fortunately, Turbo Outrun 
is 10 billion times better and 
absoflippin'lutely fab. 

First of all, let's do the graphics: nice, 
big, chunky and colourful. There's tons of 
variety in the sections, from daytime 
blizzards to nightime sunsets and starry 
nights over Minneapolis, and that's just 
the first handful, The scrolling is smooth 
and fast, and excellent for the Amiga, 
although it gets a little jerky when there's 
a lot on the side of the tracks. 

The music, it has to be said, is horrid. An 
awful tune, played with what sounds I ike a 
sample of a 
cat being co- 
nverted into a 
tennis racket, 
Still the in- 
gamesounds 
are good, the usual old vroorny sounds 
with car horns and police sirens thrown in 
for good measure. 

On the or addictiveness and 
payability front. Turbo Outrun is 
absolutely brilliant. The little extras, like 
the turbo, make the game different from 
the usual racey ones and hitting turbo 
just as a police car reaches you, is fab- 
Okay, it's yet another drivey game. 
But it's addictive and it's got an 
extremely good learning curve. It's great 
fun to play and without doubt a vast 
improvement on the previous Outrun 
incarnation. If racey games are your 
particular bag of spanners, then there's 
absolutely no reason not to buy Turbo 
Outrun for your Amiga. Well, there is if 
you have an ST, but then you could 
always buy the ST version, couldn't you? 



THE VERDICT 



, 



HASSLE FACTOR: 1 

The game pauses 
between each stage. 
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S. funny how loads of games manage ta fit a inawy (tene in when if starts 
getting near Christmas. (Amiga screen J 
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Heading Into the sunset in Mi 
;r»sves, {Amiga screen) 



SCORE 



is, hama of Prince and some 



,Hr 



■•>*•* 



IT ,f 



^^JVOV-^VO^i 






- M.. . .. . M_. ... . V . 



vfe. 

!L4i 



STAG 



Hijhtim* In Chicago YoVll notice Hint you're all alone by this stage, and that's 
bemuse year girlie piled out and started snogging someone else when you 
topped! The hussy!!!! (ST screen) 




HASSLE FACTOR; 1 

Three disks, and you have 
to load the first two 
before you con get going, 
but it's relatively trouble 
rree after that. 






Jackta; I must admit that I was 
expecting Outrun Turbo to be lousy. I 
saw an early version a while ago and 
wasn't very impressed. Fortunately US 
Gold has worked wonders in the 
meantime, and Turbo Outrun on the ST 
is, considering the limitations imposed 
on it by 16-bits et al r really really brill. 

The sound though, it has to be said, 
is not brilliant. It was an awful set of 
tunes in the first 
place, and they 
haven't been 
improved at all 
by squeezing 
them through 
the ST's sound 
chip. Fortun- 
ately for all its 
sound inadequacies, the ST was born 
to scroll, and it certainly does it fabbily 
in Turbo Outrun. Mind you I must admit 
that I was slightly alarmed at the 
jerkiness of the scrolling at first, I 
reckon it would've been much better to 
have lost some of the incredibly 
detailed trackside graphics and use the 
saved memeory to get smoother 
scrolling. Still after a while you become 
oblivious to the jerky scrolling, as the 
addictiveness factor takes over, 

A big point in the favour of Turbo is 
the decent colouring and graphics, 
which are about as accurate as you're 
gonna get this side of an arcade 
entrance. AH the elements squodged 
together {we won't mention the music) 
actually make a pretty dam addictive 
whole. Everyone in the office had a 
quick look and sneaked a quick go 
when they thought no one was looking, 
and if that isn't a recommendation of 
quality, I don't know what is. 

Unfortunately, the scrolling lets it 
down a little but it's still a brill game. 
Wot excellent but brill, and no one 
should be dissapointed if one Mister 
Santa Claus leaves a copy under the 
tree on Cnristmas Day, 
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ID .40 * M * 10 .100 



Well good conversion, let 
down slightly by dodgy 
si: 'Hi In t| 
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Ato^ of innate 



sibilities 

ut fair play isn't one of them. 




In the pursuit of power, the end justi- 
fies the means . . . 

Your opponents will betray you. They will 
cheat, lie, pillage and kill - and try to blame you 
if they are caught! They will plot and spy against 
you in a fight for raw power and wealth. 

Betrayal involves a long, hard, ruthless 
struggle, starting with the acquisition of towns, 
cultivation of your lands and oilrninating in the 



honing of your military strategy and execution of 
political subterfuge. 

Betrayal is available now for your ST and! 
Amiga at £24,99, C64 and 
Spectrum cassette at £9-99, 
and C64 and Spectrum disk 
at£14,99,andPCat£24.99. 



t 




1989 Floppy Electronic Services Ltd. MASTER of strategy 



Unit 1, Hampton Road Industrial Estate, Tetbury, Glos. GLS 8DA. Tel: 0666 504326/504412 






ZERO SUBSCRIPTIONS 



FREE OCEAN GAME OR 
FREE ZERO T-SHIRT* 

'When you take out a subscription to ZERO or grow your toenails 34 Inches long!! 
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Unbelievable isn't it? If you take put a TWO 
TEAR suscnption to ZERO you gat oj choice of 
one of the following hit Ocean garnet worth 
£24.99 - Batman, Chase HO, The Untouchables, 
Operation Thunderbolt.. ¥19 Retaltatar or Lost Patrol. 
What's more 24 copies of ZERO (complete with any 
t over-mounts we do over the next two years) will cost 
you o paltry £35.95 - that's only 46 pee an issue 
after you've taken off the value of your FREE game. 
And you won't have to wear out your Donald Duck 
slippers walking to the newsagents either, because 
every month ZERO will be delivered to your door! 
Complete with see-through plastic cover J Bit broke 
this month then? Well, you can still g^t a ONE YEAR 
subscription to ZERO for £19.95 along with a brand 
new ZERO HERO T-shirt (so new we haven't even 
seen it yet!). So what are you waiting for? Fill in that 
coupon now and beat the stampede... 









SUBSCRIPTIONS 






□ UK only - one year £19.95 □ Europe and Eire £24.95 
| □ The World £29.95 

1 □ UK only -two years £35.95 □ Europe and Eire £45.95 
■ D The World £55.95 






■ I've sensibly pinniped for a two year subscription so the 
1 Ocean game I'd like is: 






1 Q Batman 
| □ Chase HQ 

■ I iTha Uniouchables ■ 
r~l Operation Thunderbolt 

| □ F29RetaliaiQr 
1 D Lesi Patrol 

■ EDl would like my game or the ST7Amiga /PC! ■ 

1 *CW»te «ippfopri*i» 1 




X 
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1 Your free game will be sent separately from your first copy of 

■ ZERO. Because these games are brand new, we can't say 

J enact ly when they'll be dispatched- But don't panic, they'll get 

| there. 
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[] 1 onr.lneo a r.hnr\uaf pjifital nrrifn- fnr f 

■ made payable to Dennis One Shots Limited. 
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- O Please charge my Access/ Visa/ American Express/ 
| Diners Club* 
1 *Oai*i* m flpplicjliis 

■ r arrl Nitmhpr 
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m Pnat^nH* 




Signature TbI No 
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1 Send the completed form to: ZERO Subs, Freepost. Mitcham, ■ 
" Surrey, CR4 9 AH. If you don't want to mutilate your copy of 
| ZERO then use a photocopy instead. 
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■ PLEASE USE BLOCK lETTERS 
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IT CAME FROM THE DESERT 




W1H 




&- Moving trouble 

^ with ants in your 

I l^M a pants? Well you 
jJM w^ certainly will be if 

I you load up ft 
Came from the Desert, 
Cinema ware's latest small 
screen epic, Sean Kelly crawls 
into the wilderness to 
investigate. 




Serves you right for having a stupid 
nam* Ilk* Mr. Sherman Tank Standard 
lute Ammunition, doesn't it? 




H Mnrtii that the dear old ants aren't 
the only things which have grown 
extra ordinarily large. 



" +mWUmW 



WHAT'S WHAT 


TITLE 


It Came From The Desert 


PUBLISHER 


Cinemaware 


PRICE 


m.99 


FORMAT 


Amiga (1 Meg Only] 


RELEASED 


Out Now 







Cosh. That rock formation took* remarkably like a giant ant, AAROH!! It IS a giant 
ant!! Quick, what are yaw waiting fori Shoot itl 



Insects, eh? Where would the 
science fiction movies of the 
50s be without them? I mean, 
The Incredible Shrinking Man 
would've looked a bit of a shandy- 
drinker if he'd been fighting a 
rather large mouse. Anyway, It 
Came From The Desert, tells the 
story of Lixardbreath, a small 
American town which is suddenly 
invaded by giant ants, leek! 

In the gome you ploy o 
geologist, and your first task is to 
persuade the Mayor that he's got a 
little insect problem, before leading 
the people of Lizar cf breath into a 
final battle in the ants' nest. 

Soon: It Came from 

the Desert - several 
months late and just 
about squeezing 
onto an Amiga, 
Desert is yet another 
brilliantly drawn and 
conceived Cinemaware game, 
absolutely stuffed full of strategy, 
puzzles and numerous arcade sections 
to boot, The game is vast (which is 
why it's only available to those of us 
with one meg amigasf and has 
hours of payability. 

In the early stages it seems like 
a fairly straightforward adventure and it 
appears to be mainly a case of being in 
the right place at the right time. Your 
first task is. to find the objects needed 
to persuade the mayor of Lizardbreath 
to introduce a general alert. But later in 
the game the arcade and strategy 
elements become more predominant, 

Thore are three major arcade 
elements^ ant shooting, escaping from 
the view from above hospital and 



HASSLE 
FACTOR: 4 

Tons of disk 
juggling, and 
only on 1 meg 
Am ig as at that. 




* 



finally, a view from above battle 

against hordes of giant ants. You're 

armed with dynamite, hand grenades.. 

you name it, you've got It. That's just 

the basics, 'cos this game is huge! 

There's loads of places to 

visit, tons of people to 

chat to and a squillion 

other things to do. 

Considering the number 

of different elements in 

the game, it all hangs 

together very well and 

though it involves a fair 

amount of d«sk swopping, it's certainly 

worth the hassle. All the sections are 

really well programmed and great fun 

to play, and the variety means that it's 

virtually impossible to get bored. 

Desert has a brilliant 

atmosphere and tons of effort 

has gone into making sure 

that everything is correct. It's 

funny and spooky in turn and the music, 

(an excellent pastiche of the kind of 

soundtrack you find on all those old 

black and white movies), is perfect. 

Added to that are the in -game sound 

effects, which are the usual high 

j_JL quality samples. 
j* I played it with a hint sheet for 

about three hours and even then, I 

felt that I had only scratched the 
surface of the game and it wilt be quite 
a while before anyone actually saves 
Lizardbreath from the rampaging ants. If 
your Amiga has the memory, then there 
can't be that many games around that 
are more worthy of 30 quid. 



GRAPHICS (J) ADDICTIVE HESS (J) I OVERALL 



EXECUTION 



* 




ZERO 



71 



CRYSTAL 
TIPS* 



•AND AIISTAIR 






Right yew orrible 

lot, listen up. It's tips 

manoeuvres time. 

And this month 

Rookie David 

McCandless is taking 

a special yomp 

through Laser 

Squad* Don your 

combat gear and get 

ready to Chaaarge! 1 



LASER SQ 

THE MISSIONS battle diar < 



MISSION ONE 



THE ASSASSINS 

{Cue evil chuckle}. We stole in at the 

dead of night to punch Sterner 
Regnix J s ticket forever. He-he-he. The 
Sarge said it was best not to 
split the squad as low morale and death 
would follow. We ported down near the 
central building right near an entrance. 
Harris glanced in at a window to admire 
the furniture, "Look! A real antique MFI 
desk chair!" Those were his last words. 
A security droid spotted him through the 
window, and an instant later the window 
and him were in little triangular pieces. 





'Damn!" the Sarge shouted im Harris's 

ear (or the triangular piece which 
resembled his ear the most}. "Now they 
know where we are, all the other battle 
droids will converge on us]" We 
decided to make a stand. 

We opened the door and Jonlan 
launched a rocket into the first room. It 
exploded, destroying the walls and 
doors and about eight battle droids. 
More droids kept arriving and we just 
picked them off at leisure. After a quick 
tea break we went into the building (or 
what was left of ft) after Reg nix. We had 
to be careful since Regnix was using 
opportunity fire. In fact r we caught him 
coming out of the toilet, innocently 



THURSDAY 
The Sarge said it was not wise to 
prime a grenade to go off at the 
next turn and then put ft in your 
lunchbox far later. The Sarge had 
made this mistake before and only 
survived fay shoving the grenade 
down the nearest Gl's gullet (it took 
Sarge weeks to wash Hie intestine* 
out of his hair). The best procedure 
is to prime a grenade for at least 
two moves and then throw it where 
you wont, remembering hi leave 
enough movement points to get at 
least five blocks away. The furthest 
you can throw a grenade is eight 
blocks. The Sarge had another 
amusing anecdote about that point 
but it had the same 'intestinal' 
punch line, I laughed anyway. 

FRIDAY 

The Sarge wanted us that auto- 
cannons and ro<ket launchers are 
the mast dangerous weapons. They 
tend to destroy great swathes ol 
vegetation when they go off, and 
since most men in the Army are of 
vegetable descent, we were in 
danger every time they went off. 
The safest way to use them is not to 
aim at walls, doors or members of 
me squad unless you are a safe five 
blocks away. The Sarge said he 
would faeat Up anyone who killed 
themselves by accident, 

SATURDAY 

Private Anderson has panicked. We 

left him alone without other men fpr 
too long. He dropped his weapon 
and just stood there, pale white, 
quivering like a big fat mass of 
shandyness. Typical. The Sarge said 
the kindest thing we could do was 
give htm a primed grenade arid tell 
him to walk off in a direction 
(towards me enemy), while we two 
covered. Worked as well. The Sarge 
asked if anyone else felt like 
panicking. There were no takers, 

SUNDAY 

"Don't forget to pillage the base, 
my lads!" the Sarge exclaimed after 
the successful completion of yet 
another mission, I'm not quite sure 
what 'pillage' means but I went 
along with the other guys anyway, 
smashing all the windows, break ir 



DUAD 



OF A ROOKIE 




the doors, and causing general 
■nayhem and destruction. Then we 
came across some mysterious 
locked cannisters. We broke them 
open immediately with a quick 
grenade and found a secret stash 
of weapons, Wowl 

MONDAY 

(Bank Holiday in Scotland] 

The Sarge has taught us a cunning 

new strategy! "Since we are merely 

two-dimensional representations 

of reel people/' he said, f £ftP1 _^ rT ^ 

"we can getaway with Uaae about Two 

thinking in relative two- ]*??***■_ T° lt£T *t 

dimensional parallels." 

What this actually means in 

practice is that if an enemy 

is quite a distance away 

but directly in line with 

you, you can orientate 

your sight just in 

front of you, thus 

reducing the distance < ^i\ 

and the percentage 

chance of you 

missing. The shot goes 

to its target and carries 

on, to blot the enemy. 

TUESDAY 

Ihe Sarge has now 

laugh t us to use the 

opportunity fire 

technique* "If you've 

got the opportunity then blow 

someone's brains out!" as the 

Sarge is fond of saying (and in fact, 

doing). He says that whenever you 

can smell the enemy you should 

always use opportunity fire, The 

iciim- sucking alien filth might jump 

out of any corridor, so cover every 

single one. "Bravo Sarge!" I 

shouted in a very loud voice. 

WEDNESDAY 

"You can never be over-cautious in 
this game/' the Sarge said. "Think, 
move, act and drink milk like a cat. 
Never go around a corner if you 
want to be left with enough 
movement points for opportunity. 
But there is a fine line between 
cautiousness and shandyness." 
The Sarge is such a great man; I put 
him on a par with the great 
rin inkers of our age: Aristotle, 
Darwin, Einstein, the Sarge. 



1 




spraying marigold air-freshener about. 
He spotted Anderson first and fired. But 
he was a completely crap shot and his 
paltry armour was no defence against 
the three rockets, eight grenades, four 
laz-ibeams, the shot-gun pellets and 
explosives we simultaneously fired at 
him {we had to make sure}. 



MISSION TWO 



MOON-BASE ASSAULT 

The moon base was big, very big, 
bigger than I had expected, Just to 

make things difficult for the defenders 
of the base we decided to attack from 
two different directions. The Sarge lined 
up the squad outside in the vacuum, 
chose two captains and told them to 
pick sides, One squad was deployed at 
the top right of the base; the other at the 
bottom left. It seemed that the enemy 
had guessed our strategy as it had a few 
men guarding the bottom left- We only 
lost one man in the surprising little 
melee that followed. The Sarge said 
there wasn't much point in blowing Up 
the generators since there were too 
many and besides it was quite fun to 
blow up the defenders instead. So we 
headed for the centre room. 

Meanwhile the other squad had run 
into a little bit of difficulty. Private 
Smalles thought he spotted something 
and let loose a quick round to kill it, 
oblivious of the fuel drums around him. 
He hit one and set off a chain reaction 
that slaughtered most of the team. 
Jonlan only survived by closing the 
airlock and trapping the squad inside 
(he's learning from the Sarge). The 
Sarge said to be wary of doors. "Be 
careful when opening doors," he 
advised, "A defender gimp might he 
hiding behind them/' I quite cunningly 
devised a simple little solution which 
involved sending Android Barker 
through first (I hate Androids). Anyway 
it seemed that the enemy had 
congregated to make a stand in the 
centre room. Bit of a stupid strategy 
realty* We just fired a few rockets in 
there and massacred all the defenders. 



MISSION THREE 



RESCUE FROM THE MINES 



.. 



"Stupid incompetent fools! See if I'm 
going to waste time and money 
rescuing the foetus- brained idiots! 
Shouldn't have got captured in the 
first place!" said the Sarge. So we 
didn't do Mission Three. 

'Well, 99% complete! 
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ARM UP 

Here) are the Sorgo's top five 

items al artillery, in ascending 

order of destructiveness. Price 

In brackets. 




WW 



i HEAVY LASER ( I 7): This gun weighs a 
ton, but mokes Up for it by having 50 
shots, Few things can stand up to repeated 
shots from a heavy laser. 
Gratuitous Violence stating; 4 




AMARSEC autogun (21): Expensive 
but essential. Very powerful at short 
range but a bit crap at long distance. Has 
the can't-live-without it auto-fire ability* 

Gratuitous Violence Rating: 7 




A GRENADE f 4): Essential if you want to 
da some serious mutilation. Limited range 
(eight blocks) when throwing but will 

destroy almost anything with a direct hit. 

Gratuitous Violence Rating: 8 




A MAR SEC AUTO-CANNON (25]: 
Amaiing piece of hardware this* Has the 
ability to destroy whole acres of fauna 
with one shot. As a result it's a tad 
dangerous in confined spaces, where it 
has the ability to destroy acres of GIs. 
Essential on the last scenario. 
Gratuitous Violence Rating: 9 




A ROCKET LAUNCHER (30): This 
gorgeous piece of hardware tan cause 
horrific damage to scenery and soldiers 
alike. Expensive, heavy, un wielding - but 
there's a price on luxury. 
Gratuitous Violence Rating; 1 00 



GREEN - CO CREWEL 








mi 



■' - 



, 






... ♦ 



> 



-■■-•*■ 



>* 



'J*-' 



r 



jfeife 



'S> 



u^* 1 






% 



wr- 



w 




,35SE 


P^af : 








ZONE FRIENDLY SO 



Mmall.pnferH 
Grtmaki Graph 



AH fnijjadA «nqulrt«« to:- 
Gr r mX Graphic* Software 
Alpha HaiiK, 10 CirVtl i 
ShrfTlrJd 81 4FS. 
Tel; (0742) 713*23. 






THE ENEMY 

Get the low-down on the 
high-tech baddies 



# 



SECTOIDS :The greasiest and 
slimiest and greenest of all 
the enemies we've had to 
face. They use weapons, 

usually Marscc outo riflr.'i. 

stolen or captured (and Inter 
boiled with soy sauce and 
eaten on a plotter vf raw 

legumes'}- Bleugh. Kill instantly. 

Danger Factor: S 

BATTLE DROIDS: These are 
sort of dalek derivatives 

which are only Found in the 
first scenario and seem to be 
made of balsa wood. One 
5 hot from a good siied 
catapult would do the trick. 
Still, they are armed with 
blasters [with 255 shot*) 

and they rarely mist. Shoot first and say 

"Tou dalek git!" later. 

Danger Fader: 6 

PATROL DROID: These 
triped, skinny excuses for 

robots use Zeekers and th*y 

never miss (sic J. They are 
also very agile and have 
over 70 movement points. 
It's a pity then that they're 
really crap and only take a 
. single shot to shatter. 
Danger Factor: (don't even register) 

BIG BATTLE DROIPS: Don't 
let the charming, Cuddly 
'Metal Mickey' looks deceive 
you, these' robots are 
serious trouble- Completely 
impregnable from the front, 
they can shrug off a 
grenade attack, laugh 

chestily at a heavy laser, 
and say "Bangladesh" to an outo-cannon. 
Punching one of these robots' tickets 
requires you to get around the back and 
shoot them up the bat. Even then you'll need 
a good 10 shots to finish it off. 
Danger Factor: 1 O 

CYBER DROIDS: 

Blasphemously sculptured in 
the hallowed shape of man, 
these can be quite deadly if 
allowed la infiltrate the 
camp. Armed with a 
terminator (how they carry 
Arnie around I don't know] 
these robo-guys never miss* 
Danger Factor; 7 

WATER DWELLER: These 
ugly, gooey, bug-eyed, 
translucent aliens are a sight 
to behold, if in fact you get 
to see them at all, They are 
almost invisible in water 

and have a tendency to 

sneak up and gob lumps of 
acid spit at you. But they are 

aquatit and cannot stray out of the water. 

Danger Factor; 8 

VENOMOUS SPLURGES: 

These big-gobbed alien 
pacmen are quite easy to 
destroy. Tour average 
venomous splurge attacks 
with his (wait for it) 
venomous spit, trundles 
around on venomous legs, 

before consuming you with 

its venomous teeth. These yellow things use 
the vegetation for cover but are awful shots. 
Danger Factor: 5 
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MISSION FOUR 



DEFENDERS 

To defend the n a in by- pa m by geological 
base we deployed ourselves in the 
centre and planned Dur defence, 
Jenkins and Powells were going to drop 
back from mid-field, while Anderson, 
Jonlan and rne were going to act as 
swappers, clearing the field ftr :hs 
goalie. At half time we were going to 
poison the opposition's oranges. 

The enemy were going to enter from 
the left and so we placed a guard at 
every horizontal avenue across the 
base. All except the bottom avenue, 
where the guards must be out of sight. 
This was because the Sarge knew that 
the dreaded Battle Droid was going to 
come along there. The only way to 
destroy the dreaded droid was to come 
at it from trie rear and shoot it up the 
bum. This meant that we had to leave 
two men in a suitable alcove until the 
droid passed. The men were then to 
leap out and throw something small 
and explosive up the droid's 'oil outlet'. 

When the attack started we used the 
scanner to find out which airlock had 
been breached, and so we knew where 
the bulk of the attack was going to be 
coming from. The Sarge warned us not 
to group too closely together for two 
reasons. Firstly, people might talk and 
secondly, if one of us misfired our 
weapon, we'd all die. The defence went 
fine. We were well prepared with lots of 
extra ammo to shoot the 1000s of robot 
scum who poured in, When it was all 
over we had only lost two-thirds of the 
squad and had time to search the 
mysterious locked caskets in and 
around rooms in the base. 



MISSION FIVE 



PARADISE VALLEY 

Paradise Valley is hell on Earth, Or at 
least it would be if it was actually 

located on the planet Earth, Anyway, it 
is quite a horrible place, infested with 
venomous splurges, water dwellers and 
sectoids. We were 'ported down and 
spent the first few moves saying "Corf 




What a smell!" and making jokes about 
Anderson's feet and armpits. 

Then we used our auto-cannons to 
clear the vegetation away, so that no 
venomous splats (or whatever they're 
called) could hide in them. The Serge 
said there were some cunning 
underground tunnels underground 
somewhere, The entrances were 
cunningly concealed. We only knew 
they were there if the cursor described 
the spot as nothing, not even 'ground' . 
"Don't walk into the bushes," the Sarge 
said just as Jonlan walked into the 
bushes. "They're as hard as rocks and 
will cut you up,™ Jonlan re-emerged all 
cut up, looking like he had been struck 
with some rock 
metaphors. 
"Shoot the 
bushes 
first!" the 
Sarge 

explained. * - * 

'"'But not with an auto-cannon. The back 
blast will kill us all," We eventually 
found a secret entrance in among the 
cliffs.We had to walk on the secret 
entrance square and after a funny noise 
we were teleported down into trie 
subterranean passages. Unfortunately 
the way we'd chosen teleported us 
straight into a prison cell. Brilliant, We 
used a grenade to bust out of there and 
then we found ourselves in a big maze, 
infested with Sectoids. 

And here we still are, months later. 
I've got a beard now and we've been 
attacked by more venomous stains and 
more sectoids and even had a run in 
with a few water-dwellers. The Sarge is 
acting a bit strange lately. He keeps 
dribbling slowly out of the side of his 
mouth and every now and then he says 
"Shlobba-dop", The others think he's 
crazy. I think he's a great man. 



31 TIPS FOR THE TOP 

U Send alt your tips to 
David McCandless, Crystal Tips, 
ZERO, 14 Rath bone Place, 
London W1P IDE, You could win 
yourself a spiffing priieJ 
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THIS SORT OF 
BILL IF YOU 
PAY FOR THEM 



THIS SORT OF 

BILL IF 
YOU DONT 



A pirated game could result 
in a visit from you 
know who. 



THIS CAMPAIGN IS ORGANISED BY 



EL 




r\ 



EUROPEAN LEISURE SOFTWARE 
PUBLISHERS ASSOCIATION 



Any information on piracy 

should be passed to 

The Federation Against Software Theft. 

Telephone 01-240 6756 




PIRACY 
IS THEFT 






RATAAAM is a shac ^ ow 

DM I IflHil in the darkness, 
as elusive as a dream. High above 
the seamy streets of GOTHAM, 
vhe is a criminal's nightmare. 

The only hope for a 
desperate city — 
BATMAN. 



ft* 
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Ocean Software Limited 6 C? 
Telephone: 061 832 6633 Telex: 669977 OC 



ster M2 5NS 




BATMAN 



THE MOVIE 



BAT-KEY 

Fit the shop** into tho holes within 30 
seconds or you'll explode! 




| THE JOKER 

Gel him with a 
baiarang an 

level 1 r and the 
bat- rope cm 
leva b. 



t 



ACID BATH 

Jack Nopier 
haso quick dip 
And emerges 
as - gasp 1 - 
Tne Joker I 

START 

A bit lelf- 

expienaniry. 

really. 



n 



STOP 







ACID 
DROPS 

No, not the 

sweeties. 

To be Avoided 

BtOllCCCtft, 

CHEMICAL 
LEAK 

Poisonous rjas 
leaking 
interim inently. 





■ LADDIRf 

Vrni can go up. 
I Vou can go 
I down. Hours of 
I fun for All the 

family. 



END OF 
LEVEL 

Blimey. You are 
a smjti arse, 
arRn't you? 



BRICK WALL 

Impossible lo 
travel through 
unless you're a 
master of astral 
bodv projaclion. 

PLATFORM 

Sling your bat- 
hook &|. one of 
these and &wing 
out of danger. 
Jeronimo! 

SPIKES 

To be avoided 
unless vou 
want more 
perforations than 

:i ffilley fltlvKH 




SFEED 




DlSTAHCI 
S2. S 
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"Holy Uncanny Photographic 

Complex Mental Processes, 

Batman! It's a map!" 

"What are you doing here, Robin? 

You're not in the film*,, " 

ZERO dons a dodgy pair of tights 

and goes in search of Life, the 

Universe and levels 1 and 5 of 






crystal tips* 



'and Aliitair 



LEVEL 5 

THE CATHEDRAL 
TOWER 




E13379 
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AMIGA 



HURIKAN / LM&A 

17, RUE DES PETITS CHAMPS 

PARIS FRANCE 



HURIKAN UK SALES OFFICE 
BROOKLANDS 

NEW ROAD, ST IVES 

HUNTINGDON, CAMBRIDGESHIRE PE 17 BG 

TEL : 0480.49.64.97 
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IMPROVE YOUR HEX LIFE! 

It's time for Jon North to go poking and hacking his way into 
your hex problems. Nosey old git! 

R 



ight, you lot, I've got a bone to pick with you. Not only was last month's IYHL 
Amiga only, but so is this month's. And why? Because none of you have sent 
me any ST or PC PQKEfi. Sure the Amiga's a great machine but some ST and 

PC Stuff would be a (rare) treat. Anyway enough griping and on with the show. 



BATMAN (Amiga) 

I vowed that the first letter from my 
mailbag that I opened would get 
published. Just as well really, because it 
contained a little gem just like it's writer, 
David Brown from, erm... sorry, 
David, I've gone and lost your address - 
send it next time you write. Anyway, it's 
infy lives for Ocean's Batman so type it 
in r save it if you want and RUM it with 
the Batman c\'\$k in the drive. 

10 REM Batman by David Brown 

20 t=0:DIM code%<255) 

30 FOR f=0 TO 151 

40 READ a$:a=vAL<"&h"+a$) 

50 code%(f)=a:t=t+a 

60 NEXT f 

70 IF to 1647590 THEN STOP 

80 cheat=VARPTR(code%{Q)) 

90 CALL cheat 

100 DATA 41t-!.U. 4315,7, fe0C.2 ; C9..7i]7i 

110 DATA 22d8,51c8,fffc,4e75,70ff,2c78 

120 DATA 

4,4eae,feb6,22O0,5280,670O,a6 

130 DATA 4bfa,14e,3afc,400,429d,3ac1 

140 DATA 

93cS , 4ea e, f eda , 2ac0, 2 a Sd , 2 b4d 

150 DATA e,589d,4295,4bfa,r0,1abc,5 

160 DATA 3tJ7c,30,a,41ed,38,2b4S,6,41fa 

170 DATA 

cO,70uO,720Q,43fa.ca,4eae,fe44 

180 DATA 4a80 r 6600,5c,700c r 99cc,6118 

1M DATA 7002,49^7,0 

200 DATA 610e,45ec r 1fe,47fa r 26,G13a 



210 DATA 4eec.c.43fa.c2,22fc,0 

220 DATA 400 r 22cc, 42 99, 7 2 30,9 3d, 3340 

230 DATA 

1 c,334 1 r 12 r 4eee r f e38,2057 r 2 17c 

240 DATA 5354 r 4152 r 6ce r 3l7c,5400,6d2 

2&0 DATA 

4&e8, 1 cc,47fa J a,34fc,4&f9,248b 

260 DATA 4e75,43f& r 560 J 2f09,22fc,1038 

270 DATA 

I28l,32bc,4e75 r 45f9,7,60a,47fa 

280 DATA 4,60dc,4278,ec,223c,38e,5a2 

290 DATA 203c,11fc,0 r b0fc r 4d28,6706 

300 DATA 223^374,596,2 180, 1000,31 be 

310 DATA 

303c, 1006,4841, 2 180, 1000,31 be 

320 DATA 

4e7 1 ,1 006,4ed0,7472,6 1 63,6b64 

330 DATA 69 7 3,6b 2e, 6 46 5, 7 669, 6365,0 

For those starting out in Amiga hacking, 
David points out that lines 100-190 ol 

the DATA load the game, and lines 200 

and 210 are the interrupt sequence. 
Thanks for helping out.. David. 

DAVID'S P.S. 

Before he signed off, David said that 
you can type ALF into the Xybots hi- 
score table for infinite energy, and 
ROBOCOPETTER on the Arkanoid II title 
screen to continue where you left off 
when you die. I know I said there would 
be no cheats in this column but rules 
are there to be broken. (You're firect. 
Ed.) Erm... except his ones. 




jped behind enemy lines on a stolen German motorbike, fearless 
Einky heads for the Swiss border - and the giant barbed wire barricade. 
But the dastardly Bosch is in hot pursuit. 



THIS OwtiN HiW-Cfeu 

JfSr HWT acr wjv 

'POKJF - flND^RRYVS 
CLoSf/Jif FAST 



PflSH IT/ TW£fiE aren't 

»f*r Bumps or hillocks 
TO JJ£?LP me Tump riis 
^>\KE- -THEftfi -S ONLY one 




Will Binky make it back to Blighty? There's a stack of mail waiting for him if he 

does. If you're stuck in a game, or have any tips, write to Wing Commander 

'■Inky' Berk ma nn VC {Posthumous} at the address on the right, 



IDIOT'S GUIDE 

Foolproof (well y 

almost) instructions for 

all you would-be Amiga 

hackers out there. 

1 ) Load your Workbench disk. 

2) Insert your Extras disk and 
load Amiga Basic. 

3) Type the listing EXACTLY as it 
appears here. When you get a 
"&" after numbers bigger than 
65536, don't worry - all's well. 
4} Save it to disk if you're going 
to want to use it again. 

5) Insert the game disk. If you 
get requesters saying you hove a 
corrupt disk, cancel them. It's 
simply because your disk is not 
Amiga DOS format (because of 
protection systems and the like} 
and doesn't actually mean you 
have a duff copy. 

6) Run the listing, 

7) If you get an OUT OF DATA 
error, check the data - you've 
missed out a number or a 
comma somewhere, 

8) If the program STOPs, check 
the data - you've typed at least 
one number wrongly. 

9] The listing's fine, so the game 
will now load. If the game 
doesn't load immediately, press 
either the left mouse burton or 
the space bar - one of the two 
will work. 

1 0) The game will now load with 
infinite squibbleys or whatever. 



ROBOCOP (Amiga) 

Talking of RobocopfettersK here's an 
infinite power routine, courtesy of 
Frostbyte from Freestyle UK (again}, 
RUN it then click the J eft mouse button, 

10 REM Rnbocop by Frostbyte 

20t=0 

30 FOR f =266240 TO 266384 STEP 2 

40 READaS:a=VALr&h J, 4-3Sl 

50 POKEW f,a:t=t+a: NEXTf 

60 IF t<>432850 THEN STOP 

70 c =266240: CALL c 

80 DATA 41f9,df,f000 J 3l7c,400O,9a 

90 DATA 3 16B,6,1 30,839,6, bf,e001 

100 DATA 66f0,3T7c,c000,9a,203c,a 

110 DATA G,5380 J 66fc,2c78,4,2Q7c 

izo data fe,88co,43f9,7,o,303c,i45 

130 DATA 12d8 r 51cB,fffc,22fc,dbfc 
140 DATA G r 22fc,7e,4e5d,32bc,4e75 
150 DATA 4ebS,7 r la,41fa,a,294B,31c 

160 DATA 4eec r c,41fa,e r 23c8,7,a454 
170 DATA 4ef9,6,6e,41fa,a,21ce,55dc 
180 DATA 4efE,118B,33fc,6Q00,2 r 1e6a 
190 DATA 4ef9 r 1,8200,0 



: !$ 
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3 Well that's it far this month 
Sorry, ST and PC fans hut I 
should have something for 
you by next month (if I don't I'll be out 
of a job!). In the meantime, send your 
ST, PC or Amiga hacks (disk gr listing, 
don't mind} to Jon North, IYHL, 
Zero, 14 Rath bone Place, 
London W1P IDE. Byeo! 




E33381 



Top Quality 2nd Drives for the Amiga 
and Atari ST at lowjpw prices 




• Full compatibility with all Atari „ 
models, Amiga 500 & Amiga 1000 

t/ Tbp quality drive mechanism 

v" One megabyte unformatted capacity 

if External plug in PSU (Atari ST) 

*/ Throughport (Amiga) 

•/* Very quiet 

• Slimline design 

• Colour matched io computer 

• Long cable Tor location 
either side of computer 

1/ Full 12 months guarantee 



Don't forgefWi prices shown 
include VAT and delivery 




ATARI ST VERSION ONLY 





AMIGA VERSION ONLY 





including VAT and del ivery 



AATARI' Hardware Offers 



520 STFM POWER PACK 



Am*tin<j value package Irani Atari I Includes 520STFM with 1H> internal drive ™ 

joystick, mouse, usar fluid*, 5 disks ol pubfe domain software, p*js an lncfe<w« selection 

ol ehart-toppum eoftwau (ovat £500 RRP in total I) Software includes: 

ft-Tifp* Faararia Qui Run IWhiXis a ii 

AftBhimr SlargMtr BsntuEU Si*p»w All 

tot** Dffcjw Super Hut* Keren FIBS Uusfc 

Super Hinapn Bmtnatof Gwrfel II f m S*k 

Sp*M Himer Pradakw BaekLonp frojifea 

Oveflaithr Borrqafli Stanay 



/or £339.00 

only inc VAT & delivery 



520 STFM SUPER PACK 



Grut value package. oomprisino nl a 5SOSTFM wilh 1Mb internal drive games jovsh* 

mouse, user guide, phut 21 extra, software tillfts 4E-150 local RRP) I 

M*t*i>*nesi t B i frrsT :.:rMJW- :< 

Beyond lea P##s* Buggy Boy Hanarama 

ThmdareUs QuadraJteri Stanjuaka 

Summer Olympiad Xenon fiorwsis 

ArtamM II WkbeJ Black L ;n-p 

Fddie Edwards £M Starts OH Tnruij | nr VAT e H_*:„_i-u 

Ikari Warriors J^s Crro*,!** Busies S^are IRC VAT * delivery 



** £31 9.oo 



jUffGA 500 LOW COST RAM UPGRADE 

A 51 2K RAM/CLOCK unit : directly replaces ASOt expansion 

ft Auto-recharging battery backed Real-time Clock 

•it Compact unit size ; Ultra-neat design 

ft Uses only 4 DRAM chips for high reliability 

ft Low power consumption 



RAM Expansion only £69.00 inc. VAT delivery 

Also available without clock for only £59,00 



ExlernaJ 5.25* 4QS8Q mack awitchable Ifoppy drive for Amiga 
rr^lJ^Pi 0016 MIDI tnlej1a, =e 'ndudinjpaO' sorial connection iead".. £29"^ 

S3, ?5?f 16 - 5 "™ Moi1i 'w"wriiri full rem y cirf A SCART cable ., E229 00 

Philips CMBS33 sterao sound colour monitor* c/w Amiga cable £229 00 

Hvb 2335 1 5" TV/MonliQf wiih Talaiaxl, rem/clrl. c/W Amie-a cable £269 M 
Amipa 50O dust cover ...■■ ™|'™ 



1040 STFM 

With 1Mb drive, 

1 M» RAM, plus 

buijt-ln TV moduKlor 

£399 00 



1040 STFM 
HYPER PACK 

Inc. 'Hyper FaJirT, 'Hyppr Draw' 
'First BASIC 1 plus ■Organlsar lor 

£429.00 



1040 STFM 
SUPER PACK 

lne.21 Vwam Mies and Jayslk* 
las wilh abdvg MOST package'i 

£429.00 



520 STFM EXPLORER PACK Package includes 520 STFM wilh 
51 2K RAM, 1Mb Driva and buill in TV modulator £259.00 



520STFM 1MEG internal driva upgrade kit with full instructions £74.95 

520 STFM 1MEG memory uptade hit, requires soldering 1 £79,00 

S20 STFM 1MEG memory upgrade filled by us , £109.00 

1040 STFM Hyper-Super Pack: combines extras supplied with 

1040STFM Hyper Pack and 1040STFM Super Pack ail tor only €463.00 

Maga STl with mono monitor ....,.,,.,„„ ..,„ , ,. £589.00 

Mega ST2 wilh mono monilor . £849.00 

Mega ST4 with mono monilof „ ..... , „. E1099.00 

SM124 hig+i resolution monochrome mwirtor ,.,.., ... E119.D0 

SCI 224 colour monitor ,. .„„ „,„„ £279 00 

Mogaflkt 30Mb hand disk „„„.,., , , , „.„,, £433.00 

VcrtBX HDplus 40Mb hand disk ..„,,„ ..„......„„„. £49900 

5.2S- Emtemal 40/60 track drivn (3eo/7£OK) I8M coinrjatiWe £93.00 

Vidi-ST 16-tone video frajne grabber inc, digitising sortware , £95.00 

Philips CMS832 colptjT monitor wrth ST table ...,. £219,00 

Phrlips CMeeaa stereo version ot above CMQ&32, plus A^ V Inputs £229.00 

ITT CP322B f 6.5- remote Ctrl TVYMonrtor, with ST cablfl £229.00 

Pace Linnet Modem Pack. Includes cable and Comms software ,. £179.00 

Contriver Hi-fles, Mouse including mouse mat & pocket £22.95 

520/1 Q4Q STF/5TFM Joystick accassibilHy extension adapter £ 4.9E 



c 

1 
o 



All prices! nclude VAT delivery * cable 




Huoery successful & pin prfrfler. |he Star 
LC1Q provides 4 NLQ iorHs (96 pnnt 
e^m&inalMMig) at 36cps and M4cps <Jrafl 
indydes 4K, buffer and fBWpwaM inter- 
tam, from panel operation, plus paper 
parking, allowing single sheets 16 be used 
wilhoul jamQ^lfig Iradior paper 



2 MONTHS ON SITE HAINTENANC£ 

COMTflACTSFOfl ANY STAR 
PfllMTER. AVAiLAELE AT TIME OF 
PURCHASE ONLY £ 3.75 EXTIW. 



Only £169.00 

Colour varalon also available 

Only £215.00 

Prices Include 2 extra 
black ribbon* free oT Charge. 

-™ EZ39.ea 

£399.00 



3.5" Disks 



10 Bulk packed DS/DD 3.5* disks 

with labels, fully guaranteed „„„..., £ 9.95 

25 bulk disks as above ,,,.. .,....„.,„ £22.95 

10 disks as above with pdasliccasa.,., £11.95 

25 disks as above, wilh 40 capacity 

lockabie storage unit ,,.,, , £29 95 

Kodak DSyDD 3,5' disks, top quality 

s'orags media. Iglly guaranteed. Box ot 10 ... £17.95 



StBr LC?4~T0 multifont S4ptn printer, tmulng n*W low prlB 

Slar SiiJte^ 300/T ^P^ *»> *1K buffer, 16 nIq "nts 

i-l-pkcjm memory ft 12 monlhs On-sile mainienanc* 
btar FR-1 S wide can-iage version of above FR-10 

Mar LC-15 wide carnage version of above LClO PiSq'nn 

Ollvetll tJMKMS super 9 pin igg/JOcp,, ! jurmi'S* 

pan^nl^ SS?S2 SfSSS + UPS* -S ror prin1&f 1 »«* *>* 

Panasonic K5CP1 180 feature packed muiElfont spin 11' Fi74m 

Panasonic KXP1 124 oood specification muHWoni 24pJn 11" ' «RQ'rw 

fTEC P£?fflJ budget SApin 16ay56Cps "" m™£2 

Epson m400 (was UfSOQJ budgel 1 Q- 180V2s"ops " cT7a rS 

Cituen 120D budgei Spin prirtter lSocps fiio'S 

Mannosmann Tally MT-gl 130/ BJ cps '" E 4aop 



How to order from 



Phone us wffh your 
ACCESS or VISA 
K-arflj card derails on : 
CsJ W 0386-765500 



AN prices induce VAT and delivery. Enpresa Courier <telivBry £500 txlra. 



^ Send cheque, Postal Order 
or ACCESS/VISA card details 



(iWL. *dur. Si PLC (indtrs Vpelniinit 

Sam* day despatch whrncver ptn.iibk 

"ill goods subjret lonvuilaoiJilt, "MttDJK, 

Open lo c^llm 6 days, SJfl.5..TO 



Hi-li,il 
alwj ji : 



Evesham Micros Ltd 

63 BRIDGE STREET 

EVESHAM 
WORCS WH11 4SF 
© 0386-765500 

fa* 03S6-76E3S4 



IW2 I'tnhore kaid, Cotteridjt, BirmineJum B3* 3BH Tti: Vlt 4St 4iit 

5 tiligmi Ac*.!, Cambrid R e CBI JHA T*t: J22J 3J1KS 



World Championship 

OXIN, 




MANAGER 




RuGtA/fTS tmmgst ttfttmft 

Following Tracksuft Manager's No. 1 Success comes 

BOXING MANAGER 

Real Fighting - Real Tactics- Real Management 

End of Round 7 you* bo*ei returns to the earner. The puts worsening and there's 
9 Swelling rjeneatti theeye You have thirty seconds to patch him up. What about 
youi fight ladies? Is he- in front? Only the three- fight judges know for sure, 
Should you give him further insl ructions 7 -ton late Ihe be I sounds. 

YES ANOTHER SMASH HIT COMING 

All fight* use art artificial intelligence with indepth commentary as 100 
FbxiT'i :; I - ■ i i ;lj i: Ki l.)ijt!jrnu Hum vyweight champion of the world. 

THIS GAME HA5... 

100 Boxers 20 light Managers all with individual abilities and ratings, 2 
scouts. Ditfaranl governing bodies* Physio 'Trainer •Area national and world 
ranking displayed • Secretary* Filotax • Letters and telephone Calls • IIS all 
hare with more. 

PLUS... 

i Move around your ofdeft • Use your telephone • Answer mail ■ Sign 
agreements with boxers, promoters. goMermno. bodies . Set up deals • Visit 
physio Or pop into the |raimna. eamfi » Manege up to Five boxers el once. 

ALSO... 

Decide- upon fight tactics according to the strength and weefenesses of your 
Doners. whe( are their weaknesses 1 sorry - you'll have to find nut. Work as a 
second during round;. Use sponge, flat iron., towel, water etc. Opponents use 
intelligence to decide upon their next round plans so beware. 



BEWARE... 



ook 



It you're looking for something easy or a joystick waggling punch up 
elsewhere this is the fight game with reality. 

GQLIATH GAMES specialise* In ADVANCED -INVOLVED 
-OR IGINAL SOF TWARE DON'T FORGET IT 

AVAILABLE ON... 

CBM 64 - 9.95/1 Z.95 DISC 

SPECTRUM - fl.95 

AMSTR AD 9.95 12.95 DISC 

AMIGA . ATARI ST- I9,M 

IBM- 19.95 lncta(RngVAXnu»50p|Hst&rjrtung Tt- f"jf? — mf — *-^— 

PLEASE SEND CHEQUES /P.O. TO: 



6A SCIENCE PARK, ABERYSTWYTH, DYFED SY23 3AH 




J. 



EQM3) 



0iQ(QiD|OrO(Q|j0{ 



1 UPPER PARK STREET, HOLYHEAD 
GWYNEDDLL65 1HA 
IMMEDIATE DELIVERY OF STOCK ITEMS BY FIRST CLASS POST 
24 HR HOTLINE 0407 50 GO 9 



AMIGA ST Hi 

Af.B 11.71 1J.M - 

ACTION FIGHTS* 15.95 15.95 

ALTERCO BEAST 1J.71 1J.7E 

AHCHIFELALSUS .1E.B5 IE.B5 1 9.90 

ASTAHQTH 1B.BS 11.W - 

RALANCt UFFOWER 1990. . 1S.B5 IG.B5 IE.B5 

BAlliSTiX 1J.7B 11.7E It.tE 

RATMAN T.HF MOVIE 1|K 13 75 

BATTLEKAWKS \%*2 1t.K 1S.S6 tt.H 

BEACH VOLLEY 16,9$ 1J75 

SLACK CAULDRON 1B.B4 1S.S4 lS.il 

BLAPCWABfllQfl IB B5 1BBS 14 K 

SLAST«0»S 1B.1* 11.71 tS.H 

BtogpwrCH ibbs 15BS i».bs 

BLOOD MQNEy 1«.«S 14.19 

BRIDGE PI AYFR 3 1 50 1990 15- 90 1990 

BUFFALO SILLS RODEO 1«.i» 181* 18.S5 

CaSal 11.15 ii>B 

OlFOflNIA GAMES 13.75 13.75 

CAHRIER COMMAND Ifl.SS Ifl.IB IBM 

CASH E WAHHIW IE.B5 IS SE 

CH AMBERS Of 5HA0UH It.tE 1S.7B - 

CHARIOTS DF WRATH 1E.B5 IE IB 

CHASE MQ It.tE 11.71 - 

CHfSSMABTER JIDft. Ifl.SS 1E.S5 It tt 

CNiCAGOM 13.7B 13.JB Ifl.SB 

COLOSSUS ChESS lft ices ie. as le.as 

C0AJMANDQ IS.™ 1J.7B 

CLTNEUCt H EUfltJPE 1E.B5 IS.BS IS.BS 

CONTINENTAL CIRCUS 11.7E 11.71 

COSMIC PIRATES 1B.BH IS.BS 

CRA2YCAR3!. It.H It.tE It.tE 

CUH5EQFTHE AiUREBQN05 - - 1S.S0 

DAILY DOUBLE HOUSE RAC 11.M 1S.7B 11.7B 

PAYCFTHEVFEH l*-« IBW 

DEW/T IS. SO ID S5 - 

DEJAVUS H.M 11.1* - 

PFMONS TOMB IJ.SQ 13.15 

DOMINaTOR 13.M 13.™ - 

DPUBL E OflA(L[]N 13-90 13-75 IBBS 

SHAGCW JJINJA 1i.» 13. IB 

nflArCh SPIRIT Ij.lQ 13.75 



lfl» 1B1S 1fl IB 

ie.so ices - 

tt.H 13 7 5 

, IE.9LT IC.B5 1C.SS 
. 1t.BB H SB 

16. HS IC.BS 19.90 
It.SO 



JSUCOM JBtvENCt.. 

nUNQFON MASTER 

OYlSiAMiTE DUX 

ELITE 

E*tPf.S0H OF THt MiMES. 

ETE OFHOBUS 

fi5 5*niKEE*CiE2 

FIE CIC-UBAT PILOT IS.B5 IC.BS IS.BS 

FlftfAtCON 1».»0 te.SB ?A.*S 

FIBFALCPh : MISSION DI5K .13.75 13.75 

flS STEALTH FICj-iTER tt.tE it.K ».JB 

FFRRAHI FORMULA 1 IE.BS IE 15 tEJS 

flEN0:5HFRCDDVSB*T0* 1B.BO tB.H 

FICiHTER BOMBER 19.90 19.91] 

FORGOTTEN WOHU55 M.7S 13.7S 13.7& 

FUTUPf WARS 1B.B5 1E.BE 

G LINKER'S HOTSHOT 1J.7fi13.7t 

i:;*wf:-,:-.ijwmeh = dition 11.75 13.75 

GEHINiyy*SiG 13.7t U.Tt 

PHOUIS ANC :iHC-H"£ 1375 13.75 

GRIDIRON 1t.St 14.BS 

nUNSHIF 1E.B5 TE.B5 24.95 

H.ATE lS.It 1S.7t 

HAHP OfllVM' IJ.J5 13.75 

HAWKEVE 1 3.7* 1J7S 

HERPES OF THE LANCE 1B.B5 1E.B5 1G.B5 

HIGHWAY PATROL 1t.BG 1t.tE 1t.SE 

HIGH STEEL 13-75 13-75 

•1ILLSFAH 1t.K 1t.B 1t.t4 

HdNDAHVF USE. K.S5 

MjMJLNit^Lil+G MACHINE 137S 1J.7* 

HDVLAST CHSJ4ADE 13.75 13.75 

#(FE5TATirjN . 1t.*5 lfl.SS 

MLHHHASE IE.i5 1E.I5 

iHOM TRACKER 13.7S 13.7S 

K. OALfiUSH SUC. MANAGER 13.75 13.75 

KICKOfF 13.7S 13.75 

KNIGMTr-OnCE 1*15 1E.S5 II B5 

KKYSTAL 1t.» It.W It.M 

KULT IE.B5 IDES It.tEj 

LASER SQUAD 1J.7S 1S.7B 

LAST NINJA 2 1( B5 IE. 95 IE 85 

LED STORM 1J.7B 1S.7B 

LEISURE SUIT LAHRf 7 19. 9a 19.90 19.90 

LIGHTFORCE 1t.H 1t.M 

inMBASPBAC IUUJ.T 1E.BS 1E.B5 1BB5 

LORDS OF THE B«ING VJU 11.M 



MEW TITLES SENT DAV OF RELEASE 

AMIGA ST PC 

MICHPFHCSE SOCCER 1t.Sf Hit 18 ti 

MiLLCNNAJM i.i 1B.B5 1B.E5 I E 85 

MOONWALKFR 13 75 I 3 IS 

MR H£U lt.EB It.tt - 

NEVER UHD 1375 I 3 75 IE tE> 

NEW ZEALAND ■STORY 1B.B5 I3.J8 

NORTH AND SOUTH . 16EJ5 «G SB 

OLIUPCRIUM It.H l«.«t IE as 

dmslajght . ites i*ss 

OOZE It.Si 18E5 IE.B5 

OPERATION TMUNPERBtXT 1t.8SI3 7B - 

Of ERATtON WCtj: Ifl.tB 1J.J5 13.75 

yjTLANOS 1J.7E 13 7B - 

P G*SC0K]NE SOCCfD IMI lt.ts 1E.I5 

FA:. MAMA 13 751} It - 

PA«RBOy 13.7S 13.75 1E.B5 

PASSING SHOT 13.7S 13 75 

PHOBIA 1J.7t U.Tt 

pirates....- - it.ts 

PLAYER MANAGER.. 13.76 1 J.7B - 

POOL OF ftABIAftC* - - 1M0 

POPULOUS „ 1BJB. 1t.B4 1t B4 

POPULOUS PflQM. LAMBS. *.» 8.40 - 

Pf:-.VFRQ»CHW 18*5 19. BE, - 

KWHIDrWT 18.85 1175 1E.BS 

PRE niJUS METAL 1 It* It BE - 

PREDATOR 1MB It.K 

=^*MIEH COLLECTION IBJff l|.9f) - 

PRO TEMISII5 TOUR 1t.B4 18t8 18 15 

OUARTI 1895 It.tS 

R-TTPE Ifl.tB 13.78 

HAIMIOW WAPMBOA IflSS 1E.B5 

RED HEAT It.tt 13.78 

REP LKSHTNINU 1940 It SO 19 90 

RENEGADE J 1I.CS. IS. 78 

RiCk CANG£MI>J5 1B-B5 IB. as IB.B5 

RISK .13.7* 13.7B 1t.» 

R3B0CO' Ifl.IB. ll>5 13.75 

FJNNir:; man lt.K it.tE 

RUN THE GAUNTLET It.Bl 13.71 

S.D.I «.» 13.7S - 

SCRAflBU DELUXE 13.7B 13. tt 18J5 

SHADOW OF THE BEAST J4.SS 

5MW0BI 11.71 11.74 

ShUOl rMUFLJNSKIl IS SQ I S SO 

BHUFFLEPAW C*FE 11.71 11.74 



19.90 19 » - 

. 1t.SB It.Sl 18.S1 

1B.BS IJ75, 

. 1t.SE 1t.84 14.95 

1375 1 3 IB. - 

.18.84 18.«B. 



SiLF*ltED. 

ELEflNC- GOEF5 LIE 

SPACE HAFtttCn IJ3- 

STARGLIDOt 2 

S r AH BLAZE 

STAR WARS TfflLOGV 

SIElfiAft 13.75 13 75 - 

SIEYT DAVIS SNOOKW 1S.7* 13.71 - 

STONY SO FAR VOL 1 li IBB5 1E.B5 

S-RIDFR „.,.„ . tt.M 13.7E- 18 IS 

STRYX 13.75 13.75 

STUNT CAR RACER ltBS Ifl.tE 18tE 

■?.'0- L[AGJLSC-Ia« IE H5 'S.BS 



IfltS ttK 
1C.B5 

18 BS 1«.«B 18 IB 

iBts is as IE as 

.1816 it.*!) T8.1B 



1B.B4 
13.73 



SL.SFRQU^TFT 
SywORSS OF TWILIGHT 

TANK ATTACK 

TAflGHAN 

TEST DRIVE ! 

THREE OpOOL 11.05 1«EJ5 

THUNBEFtflJRDS It.tE 18.lt 

THUHDEHLAOC II. EPS 13 75 

TIME 1BB0 It.M 

TlNTlM 13.75 13 75 1375 

T0OBIN- HUB It.H 

TfllAD 2 lfl.BS IS. 55 

TTIIV. PURSUITfTP NfWtEG 13 7B 1J7S 

TjRflO OUTRUN 11.7* 1S.I* 



19 90 1ES5 

. lt.8* ll.iE 11.15 

15 95 l«i5 16 35 

.. to.tB ir>«t 

IB.BS I3.T5 



UlTAMA'i.ATOON 



23 S5 



TV SPORTS. FOOTBAI I 

ULTIMATE GOLF 

UMC'JCHABLES 

LICtANTT 

VOTAIiEH 

WAR W MIDDLE EARTH 11.71 1S.TB It.H 

WATERLOO li.BS lfl.15 14BS 

WAYNE GRETZKY HOCKEY 1S.9Q - 19.90 

WECLEMANS . .Ifl.IB 1J.T1 - 

W£flO DREAMS 14.E5 IS.B5 IB.BS 

■AKKEC It.tE 1J.7t - 

WIRMIIS 13. T5 13.75 - 

KFM^MORFM ft.H 1t.Bt 

XENON 2 MSGABLASr 1E.B5 IE.B5 IS.BS 

SFNO^HOBE It.H 1t.H 

JLYBOTS 1J.75 IJ.TE 

£Ali McKRACKEN It tS It tt Ifl SS 



CONSOLES 



AFTERBURNFR J1 S5 

ALEX KIDD MIRACLE WORLD .21.48 
AIIFN SYNDROME 71.515 

ALTERED BEAST 21 .SB 

RIACKBELT ]0,5V 

tOMBERfUID 31.H 

CAUPORHLAdAMFS 3*58 

CTHORG HUNTER M.M 

POUHF OHAOON J1.9S 

FANTASY ZONE 1 i'S 31 H 

QHEAT FOC.TBAlt,'fjDtF . . ..».58 

KUNG FU KID. 20.BO 

LQfip Of the swg«p. J1« 

NMIA ».BO 



BEQA 

onmm SDisa ji .tt 

fl tYrt Jt.BO 

FIAMFJO 3 SI.Bi 

FlASTAN 21.95 

ROOtY It.Bt 

shinobi.. 31 .te 

SP*Cl rtAPSiER 30,'JO 11.8* 

THUNPfHFJUDF 31.»5 

TWE50LDIEHS . . 31.B5 

YlGAANTt _ 21 .an 

WQNDFRROV N MEINS'I ANH 71 95 

WQ«LD GRAND PRlJi 24.80 

WL7HL0 SOCCER 30,50 

rs ».tl 



PCEMOWE 

Chan a Chan 2E.9s 

DHAGON SRIRET SIS 

F 1 FlGHTH) *IL0T 2E.95 

FANTASY ZONE ,, it.H 

MOTOROADER 2*.« 

NINJA WARRIORS It M 

PACLAND 26 95 

POWEH BASEBALL ».M 

H-TVPE I OR 2 2t.H 

SPACE HAFIHIEH 26 55 

VICTORY RUH it.St 

VIGILANT* . 26.95 

W0NDERBOYLNMON5LAND It.FH 

WORLO TENNIS 25.95 

UKBFPO DELIVERY FREE, ELSEWHERE E2 00| GAME FOR AIRMAIL 
PLEASE MAKE CHEQUE, PC PAYABLE TO KEY SOFTWARE 



ORDER FORM (PLEASE PRINT) 



STA TE COMPUTER 



GAME 


COST 


















TOTAL 





Name 

Address . 



.Tel (Z1/90) 



SrHfl TC-KHrfcnFTIWARF. I UPPER PARK ST . MOLYHCAO. CWi"liEDDLL65 1HA 



review 



Q 



ONSLAUGHT 



Duncan Mac Donald and Sir 
Jonathan Da vies discover 
that there are some things 
more difficult than 
trampolining in a suit of 
armour. Surviving for 
longer than eight pico- 
seconds in Hewson's new 
game Onslaught seems to 
one 



r 



$&M 



Onslaught is an 'invade and 

conquer all the squares of rhe 

map' strategy game combined 

wilK a selection of vertically and 

horizontally scrolling hack 'em 

up*. Choose a 'square' on the 

mop screen and plunge into 

bottle. Winning a battle allows 

you to take possession of the 

square and so progress. But 

some territories are harder to 

occupy - this is where the 

strategy comes in. Filling me 

mop with your 'colour' is the 

object of the game. 



WHAT'S WHAT 


TITLE 


[Onslaught 


PUBLISHER 


Hewson 


PRICE 


1 £24.99 


FORMAT 


ST/ Amiga 


RELEASED 


Out Now 




This i. »h*r* It oil staff, and at Ih* moment th|„ gf ArM >, , ftBltllig ,„ o-f _ 




84EH3 



Jonathan: Onslaught 

is a bit on the epic 
side. It's set in the 
land of Gargore, 
where dozens of 
warring kingdoms are 
at each others throats 
and armies of 1000s are being 
slaughtered by the minute. You're cast 
as a Fanatic, a solitary warrior with the 
strength of a whole battalion. Your aim 
is to beat up as many people as 
possible and nick all their land. Study 
the map-screen, decide where to have a 
crack at the enemy and the game flips 
into scrolling mode. 

The idea is to clear the battlefield of 
enemies but before this can be 
achieved, you have to capture the 
enemy's banner to prevent more troops 
appearing. The battle then continues 
through a couple more stages, 
culminating in a Mind Battle -broadly 
similar to the 'mega-alien' found in the 
majority of games these days. Defeat 
this and you win the campaign. 

Onslaught wouldn't be complete 
without the many addon weapons 
available. They appear as shields in the 
wake of your defeated foe. Up to eight 
can be carried at once and they come in 
very handy for supplementing your 
standard issue mace. 

The baddies have a few tricks up 
their sleeves too though, Not only are 
you fallen upon by mere foot soldiers, 
but you also have to be wary of the 
larger, nastier assailants which come in 
a variety of guises. Mines are also a 
problem - try not to step on them. 

The graphics are so detailed and so 
many baddies pile onto you at once, 
that it's sometimes difficult to tell 
exactly what's going on. 

The graphics make imaginative use 



of the Amiga's palette - if anything they 
may be slightly overdone. Practically 
everything's a different colour and there 
are some breathtaking backdrops. The 
music is lump-in-the-thrgat-inducing. 

Another point worthy of note is the 
Editor. Not our own {although he may 
be very noteworthy indeed}, but 
Onslaught's map editor which allows 
you to alter the state of Gargore at will. 

Although initially Onslaught's appeal 
seems to lie in its adventure game set- 
ting and the pseudo-strategy bit with the 
map, it's really a shoot 'em up through 
and through. And a darned good one 
too. Hewson has once again come up 
with a cunning interfusion of violence, 
variety and graphical fabness which, 
while it hardly breaks any moulds, 
certainly looksi 



different-Above all 

Onslaught is a fun 
game to play and 
should certainly 
fend off Old Father 
Time admirably. 



HASSLE 
FACTOR: 



nicely thank you, 
doctor. 



THE VERDICT 




EXECUTION 



2D 



40 



40 



SO 



TOO 



Onslaught is a hit of evBrything 
really, fern underneath hi just 
joystick depraving sell an all 
the ifitif Mqj| fir|o fable 
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ONSLAUGHT 



review 



Jolson llflpratston certainly seems 
I* mind. I wish it would k*ep its 
hands to itielf. 





Dune: Here's a mildly 
interesting fact- I 

actually own a suit of 
armour. It dates from 
about 1200 AD, which 
means it's, um, (gets 
calculator out and 
presses totally wrong button sr 430,000 
years old. f&OO actually. Edl. The reason 
I mention owning this medieval piece of 
kit is this: every time a 'knights to battle' 
type game comes up, I don the metal 
garment before playing. Firstly it helps 
me 'get into the atmosphere' of the 
proceedings and secondly, it lets me 
know how accurate the in-game 'clang' 
effects of steel against steel are. When 
the computer goes 'clang', I quickly pick 
upa hammer and strike my leggings, 
comparing the two notes. 

So how do the in-game clangs of 
Onslaught ST match up to the real 
McCoy? Rather well actual ly r which for 
me is always a bonus - and it ups the 
total score by one point. But what about 
the rest of the game though? 

Well, Onslaught claims to be an 
arcade/strategy game, And, to a certain 
extent, that's what it is - you have to 
read the manual to know what you're 
doing and you have to spend a little bit 
of time working out your route on the 
map-screen. Essentially though, 
Onslaught is a horizontally scrolling 
shoot 'em up (well, a series of 
horizontally scrolling shoot 'em ups 
actually). And, my word, what a shoot 
'em up it is, I haven't been attacked by 
so many things in such a short a space 
of time since I rather foolishly entered 
the local Mosque wearing a pair of 
muddy Doctor Martins and an 'I know 
where Salman Rushdie's hiding, but I'm 
not telling you lot' T-shirt. 

There's an almost infinite number of 
sprites in Onslaught, and they're all 
trying to kill you. Luckily, you can obtain 
power-up icons (to help you fight back), 
which come in the form of different 
coloured shields and scrolls. Aha, 
colour. The game has been crammed 
with every single colour known to man 
This, along with the way everything 



moves rather speedily, makes for some 
confusion and that's on the flashy 
office-monitor screen. If your ST 
happens to be attatched to a ropey old 
TV set Hike mine is at home) then things 
are going to be even more bewrldering. 
Confusing colouring aside though, it 
must be said that Onslaught has got 
absolutely tremendous graphics, and 
they're animated nicely too (plus there's 
brilliant sound}. However, the arcade 
action is actually too frenzied and 
cluttered, and the 'weapons-select 
system is a bit awkward- I may not have 
the quickest reactions in the country, 
but I'm not totally useless. We is 
actually. Ed). Basically, Onslaught is too 
hard. Much too hard, Slow the pace 
down (or remove 20 per cent of the 
sprite?) and you'd have a really decent 
game - but as it stands not all of you 
are going to get very far, Gripes aside 



though, it's i 
not at all bad' 

but then you 
don't expect 
bad games 
from Hewson, 
Right, now to I 
get out of this 
bloody Suit of 
armour. Got a 
tin-opener 
anybody? 



HASSLE 

FACTOR: 4 
The screens are too 
busy to see exactly 
what's going on. 
Athough you can 
take lots of damage, 
getting continuously 
killed seems to be 
the main theme. 



THE VERDIC1 



GRAPHICS 



ADDlCriVEHESS 



E 



cXECUTION 



?0 . 40 ■ 40 . JO • 100 



A highly coloured slash 'em up 
CQine alriilEjy game. Far 
expert joystick wi elders only, 
SO don'l s-jy you havEi'l been 
warned 





It all looks * bit overwhelming doesn't it? Believo mo. It I*, In case you're 
having traubla spatting ovr hero, he's woo ring a rod carnation. 
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Matt Btelby's spook-hunting 
skills have gone a bit wonky 
lately. So Paul La kin ran 
along to hold his hand while 
they tackled Ghostbusters II, 



- 



r PETE 



Ylk*i! Are they 'trims'? (Amiga tcreon) 



place ah the best of times, 
but it just got o zillion rimes 
spookier! (is very spooky indeed). 
Yes Ghastbustcn II, tfie movie, is 
here, and it's almost the some as 
the first one! Luckily Ghostbusters If, 
the game, is nothing like the 
original as that was a thoroughly 
nasty 8-bil hit. Instead. Gil is a 
multiloop", based around three of 
the set piece segments of the movie, 
in what seems to hove become the 
established film conversion manner. 

Level One sees you dropping 
down an air shaft on a long string 
(while dodging hundreds of 
spectrey things). Level Two is a bit 
more complicated, but basically has 
you commandeering the Statue of 
Liberty(!j, and steering it down 
Broadway towards the Museum Of 
Art. Here we find Level Three and 
your final confrontation with arch 
baddie Vigo. All undeniably pretty 
and reasonably faithful to the film, 
but can it hold its own as a game? 



LH-°I 



tit * 



It definitely look* like curtains for our 

Eg »h. (ST screen). 



WHAT'S 




Ghostbusters II 

Activision 





PRICE 


£24.99/PC £29.99 


FORMAT 


ST/ Amiga /PC 


RELEASED 


Out now 



86 ZERO 



BUSTERS II 







Look out Binky, Angel'* at One O'clock. (Wrong film. €d.) (ST uro*n|. 




Paul: Who you 
gonna call? Disk 
buster. Ghostbusters II 

comes on not one... 

not two but four discs. 

Fast moving? Silly 

question really as you 
prepare for that sinking feeling while 
you're lowered into the murkey depths 
of a New York toilet.-, well sewer to be 
precise. The green ghoul ies that spring 
out at you from the wall are suitably 
weird and lovely little movers. The same 
cannot be said for the Ghostbuster 
himself who is, if not the oldest, 
certainly the worst swinger in town. 

A statuesque second level sees you in 
control of the Statue 
of Liberty striding 
towards the art 
museum blasting 
anything insight. All 
good shoot J ein up 
fun for about 10 pico 
seconds. After that., 
despite a few exciting 

moments sending out sorties of citizens to 
collect slime, it all becomes a bit mundane. 
Call me old fashioned if you like but I 
always thought that the last level of a 
game was supposed to be the best, a 
sort of reward for having got this far. 
Those young radicafs at Activision must 
obviously disagree, They've made the 
last level by far the worst, perhaps in the 
hope that no one will ever get to it. It's 
New Years Eve and you're in a museum 
and out to rescue Dana's baby. After 
lowering your heroes safely to the 
ground Ian exercise in wibbling 
guaranteed to take about 10 years off 
the fife of any joystick) you're left 
holding the baby, so to speak. Problem 
is by then you don't really want it, 

Ghostbusters II although not a bad 
game, is a lot Df hassle. Ah well, the 
film's a load of old crap anyway. 




HASSLE FACTOR: 5 
Too much returning to 
Disc A and starting all 
over again. 



Matt; Right, I've got 
to say this while I've 
got the chance, 
because I've been 
itching to for ages: just 
who do they really 
think is going to go out 
and pay 25 quid for a film licence? I 
mean the gameplay is generally thin and 
crippled because it's been forced to fit 
around a ludicrous movie storyline. 
(Phew. Had to get that off my chest.! 
Now, what about Ghost busters It? 

Well, it's got a flashy intro sequence. 
Then it's straight on to..." Please wait, 
loading," Hmm, Rather a lot of please 
wait, loading' in this game. How totally 
ludicrous and 
unnecessary. 

As for the levels 
themselves, well 
they' re,.. okay. The first 
one (unfortunately based 
on a sequence almost 
totally cut from the film) 
I found a bit difficult and 
quite hard to sustain interest in, lit looks 
nice and there are neat touches like the 
Weird Dresms style 'courage' meter but 
the directional control you have over 
your sprite seems very awkward. 

Level Two looks interesting enough 
but the elements fail to gell into a proper 
game. It's not terrible, but equally it's no 
more than mildly diverting. And the third 
load I couldn't get to grips with at all. It 
took me ages to figure out that climbing 
down ropes should be done with a little 
more care, if I didn't want to kill off all 
my men before I even started the level. 

All in all, Ghostbusters II is something 
you're more likely to take a quick peek 
over someone's shoulder at rather than 
actually splash out on, and that's not 
particularly Activision's fault: it's because 
the whole idea of 16- bit film conversions 
is, lets face it, a bit crap. 



















LEADING THE WAY WITH' 
PRICES FOR THE 1990s 



ELITE Editor (£9.95) 
Edits: 3 Commanders Name 
j Legal Status 
■j Credits 
j Equipment 
-i Cargo 
j Weaponry 
j Next mission to be played 

and countdown to it 
j Planet 
-i Galaxy 
Wailing around tor a mission? Cut down the 
woiling time to mere seconds! Mission too tricky 
for you? Skip on to the next one! Lost your 
cargo to some Thargoid scumball. Get it all 
Dock for free! Cops otter you? Change your 
legal status to deom Outgunned by the 
pistes'? Hove o megablosf ot no charge! Stuck 
in She middle of nowhere? Jump to somewhere 
comptefely different without using a drop of 
fuel! A little stroppeo fo* Cdsn 1 Hove .QADJAMONEy 






F-16 Combat Pilot Editor (£4.95) 

Edits: j Pilot s Nome 

j Pilot's Callsign 

j Squadron 

j Rating 

j Hours & Kills 

j Campaign Hours & Kills 

j Aircraft Lost 

j Missions Completed 

j Next Map To Be Used 
Want to play OperoliOn Conquest but can t 
comp»ete Oil the miss-ons^ Sure - just cheat and 

alter your mission mcrks' like the mop you re 
ploying on, don t want a new one for your next 

campaign** No problem! Wipe those block 

marks from your record 1 * tosy! Eorly promotion^ 

Why not i Wanna be topgjn^ Su r e go oheod! 



GUNSHIP EDITOR (£4.95) 

Edils: j Pilot's Name 
j Score 
j Status 
j Rank 

j Decorations (medals etc) 
j Reprimands 

So you're mrssino in action or just plain deoa? 

Show God a thing or two and resurrect yourself! 

Wanr>o show your gongs to the boles! (oo-er!) 

Here, have a congressional medal or two.. 

Want some more stripes on your sleeve^ 

Certainly- Colore;! Wipe those nasty 

reprimands? Veah. go ahead? 






AIRBOURNE RANGER EDITOR (£4.95) 

Edits: j Rangers Name 
j Score 
j Status 
j Rank 

j Campaign Duty 
j Decorations 

Stuck on a campaign with nowhere to go? 

Snea* out with ease! Dead of missing? Nch 

must have been a mistake. . Wont some more 

medals? Sure Add Q little to your scene? Ok ' 

Want 1o go up in the ranks? Ho problem! 



71 Wadham Road, North End, Portsmouth, Hampshire P02 9ED 
Telephone: (0705] 670878 
Special Offenl?! Any less and we'll be giving them away. "And why not?" | hear you 
ask? Because we're not as silly as the competition looks" What competition? Wtth 
Xenon Technology mere b no competition! 

• XENON (zerV, zenan) a zero-vatent element [Xe, atomic number 54), a heavy gas present in me 
atmosphere in proportion of 1:1 7x 1017 by volume. 

• TECHNOLOGY [tek 'n-o-lo'ji] the practice of any of all of the applied sciences that have practical 
value anoVor industrial use: technical methcd(s) in a particular field of industry. 

• XENON TECHNOLOGY [zen'ontek 'n-o-l-to'jijthe best definition! 



ATAW ST SOFTWARE 

Action Fighter [Firebird] 16.45 

A.P.B.fJengen] 13.45 

Batman: The Movie (Ocean) 13.45 

Beach Volley (Ocean) , 13,45 

Blade Warier [Image Works] 16,45 

Cabal [Ocean] 13.45 

Chaos Strikes Back (FTL] 12.99 

Demon's Tomb (Melbourne House] 13.45 

Dragon Spirit [Domark] , .,13.45 

Dynamic Debugger (Image Works) 16.45 

Elite Editor (Xenon Technology) 9.95 

F-16 Combat Pilot Editor 

[Xenon Technology) 495 

Falcon Editor [Xenon Technology) 13.45 

Falcon (Mirrorsoft) , .,,. 16.45 

Falcon Mission Disk Volume 1 

(Mltrorsoft] .13,45 

Ferrari Formula 1 (Electronic Arts) 15,85 

Fiendish Freddie's Big Top 'O Fun 

(Mindscape) 16.45 

Future Wars [Delphine/Patace) 1645 

Gemini Wing (Virgin),.,, „... 13.45 

Gridiron (Bethesda) 16.45 

Gunship Editor (Xenon Technology) 4,95 

Highway Patrol (Infogrames] 16,45 

Hound Of Shadow [Electronic Arts) 16,45 

Infestation [Psygnosls]., .....16.45 

Interphase (Image Works) 16,45' 

Iron Tracker (jnfagrames) , 13,45 

Ivanhoe [Ocean].,,....., ,...13.45 

Laser Squad (Blade). , 13.45 

Matrix Marauders (Psyclapse).-,,. 13.45 

Never Wind (Psyclapse) 13.45 

Ooze (Dragonware) ....16.45 

Populous: Promised Lands 

(Electrcnio Arts] 6.45 

Silkworm (Virgin) ,.., , 13.45 

Slryx (Psyclapse) 13.45 

Stunt Oar [Micro Style) 16.45 

The Lost Patrol [Ocean]..... 13.45 

The Mew Zealand Story (Ocean), 13.45 

Triad II (Psyclapse). ,. 16,45 

Xenon II Megaolast [Image Works) 15.45 

Xenophobe (Micro Style) .....16.45 



COMMODORE AMIGA 
PERIPHERALS 

KbniK Navigator Joystick (Auto Fire] 8.99 

Sureshol Zipsttck (Auto Fire]..., .12.95 

Konix Speed king (Auto Fire] , 8.99 

Mouse Mat 3,35 

Dust Cover 3,35 

10x3.5" Floppy Disk inc labels...... 6.80 

VJW-Amiga 79.95 



COMMODORE AMIGA SOFTWARE 

A.P.B. (Tengen) 12.75 

Bad Company (Logotron] 16,45 

Barbarian II [Psygnosis].., 15.75 

Batman: The Movie [Ocean] 14.95 

Beach Volley (Psygnosls) 15.75 

Bloodwych (Image Works] 16.45 

Cabot (Ocean)... 14.95 

Continental Ci reus (Virgin] 1345 

Damocfes (Novagen),, ...1645 

Demon's Tomb (Melbourne House) 12,75 

Dragon Spirit [Domark].., , 12.75 

DrwIiY Force (Digital Magic) ,..15.95 

Fiendish Freddie's big Top 'O Fun 

(Mindscape] .,..16.45 

Future Wars (Delphine/Palace) 15.75 

Galaxy Force (ActivisionJ ..16.45 

Gemini Wing (Virgin] .12.75 

Ghostbusters II (Aclivision) , 16.45 

Gridiron [Bethesda) .....16.45 

Highway Patrol (infogrames) 15.75 

Infestation (Psygnosis) 16,45 

Interphase (Image Works].,, .....16.46 

Iron Tracker (Infogrames) ,„,„„„ 12,75 

Ivanhoe [Ocean! ■ >- 15,75 

Laser Squad (Blade) ,13.45 

Never Wind (Psyclapse) 13,45 

Operation Thur>derbott (Ocean) .,,.,16,45 

Populous;: Promised Lands. [Electronic Arts].,. 6.45 

Powerdrift (Acti vision] , 16,25 

Quartz (Firebird) ....1445 

Shadow of The Beast (Psygrtosis) ,2445 

Space Quest III [Sierra] .....16.45 

Slrider [US Gold] , .16.75 

Stryx (Psyclapse] 12.75 

Super Wonderboy (Activisfon) 15.95 

The Lost Patrol (Ocean) 15.75 

The Mew Zealand Story (Ocean) 1575 

The Untouchables (Ocean) 16.35 

Xenomorph (Pandora) , .16.35 

Xenon liMegablast (Image Works).... 15.55 

Xenophobe (Micro Style), ,.., ...16.45 

COMMODORE AMIGA HARDWARE 

Commodore A590 20MB Hard Drive 348 95 

Commodo/e A590 CMOS RAM Chips xl 

(12BI<) 13.95 

Commodore A590 CMOS RAM Chips x4 

(512WD.5MB) 48.95 

Commodore A59QCMQS RAM Chips x8 

(1024k/1MB) , 96.95 

Commodore A590 CMOS RAM Chips x 12 

ri536k/15MB) 146.95 

Commodore A590 CMOS RAM Chips x 16 

(2048k/2MB) , 198.95 

External Floppy Disk Drive 68.95 

Cordless Mouse , ..117.95 

Commodore A501 51 2k/0.5MB RAM 

Expansion for A500 ,.,„ 109.95 

Minigen ,...99.95 

Commodore A520 Modulator 22 95 

Commodore MPS 12GQS Serial Printer 159.95 



NEW RELEASE - FALCON EDITOR £5.95 



VlDfAmiga PAL ,,., 94.95 

Alt products are despatched within 24 hours (subject to avaifabifity) by First Class post. Alt 
new titles are despatched when released. All prices shown ore fully inclusive of VAT. 
postage, packaging and a full guarantee (pfeae add £1.35 per item overseas). Please 
moke cheque or postal orders payable to "Xenon Technology". For a full catalogue send 
anSAE. 

To order simply write on apiece of paper, your name, postal address., a telephone number 
(if possible, only used If absolutely necessary), and the software title (with the machine 
rnodel). Then put In your payment (either a cheque or a postal order) and then pop it in the 
post (not forgetting of course our name on the front of the envelope and a stamp}. 
VA T Registration Number: 543 9020 57. Proprietor: Steve Lowe. 
Note: Xenon Technology is Mall Order Only. 



S.D.C., 60 Boston Road, London W7 3TR 

Other branches at: 309 Gold hawk Road, London W12 8EZ t 
18 Market Square, Leighton Buzzard, Beds. I 

• Unit 33-34 Rumford Shopping Hall, Market Place, Romford Essex* 
* 675 Holloway Road, Archway, London, N19 
OPEN TO THE PUBLIC 10am-8pm 6 DAYS 



— , BUY BY 

^X PHONE 

RiNG -01-741 1222 

01-995 3652 

0525 371 684 



PRICE PROMISE 

If you wish to purthasfr any product from our list and lind that 
you can buy the same pr&dgct, cheaper from another mail 
order company, Simply enclose Ihe lower amount, stating the 
name Ot (hfr other egmpsny and where you saw the advert (il 

must be a cur rem issue |. Price Promise does mot apply lo 
Other companies "Special Offers". 



ENQUIRIES 

RING 
01-567 7621 

Office hours &i\iy 
10am -6pm 
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OUR 
PRICE SAVING 









A.PB. 


12.93 




Aibon Fighter 


1599 


900 


Arthur 


15.99 


9.D0 


Astarotri 


1599 


SOU 


barbarian 


15.99 


9.D0 


Beach Volley 


1499 


10.00 


Beam 


12.99 


7.00 


Blorjd Money 


15.99 


9.00 


Cabal 


1493 


1fl.D0 


GA-Slle Warri6» 


1599 


9.00 


Chariots 01 Wafti 


1599 


9,00 


O&fHirWntal CuCuS 


I599 


9.00 


Dominaior 


1499 


500 


Dragon Sjjini 


1 2.99 


7.00 


Dragons oj Flame 


17991 


700 


Dynamite Our 


17.94 


7,00 


F-a Relalialor 


1*W 


1D(H 


FlBConbal Pilol 


15.99 


900 


Fa] MM 


&i.« 


am 


Falcon M>ssidp Disk 


1299 


?JM 


Fast Br«# 






Fiendish Freddy's Big 


1799 


7OT 


Top o' Fun 


17.99 


::c 


Grand Prix Oc-ifl 


IV 93 




H.llflMll 


1799 


7;c 


Honda R.V F 750 


■593 


9.CD 


Indiana Jones S The 






Last Crusade 


14.96 


500 


Jack f*cklaus 


17.59 


700 


Journey 


21.99 


t. :.': 


Kingdom Of England 


1599 


9JC 


Knigh) Force 


15.99 


9.00 


Laser Squad 


li.59 


MK> 


Last Nm|a Jl 


17.93 


700 


Leisuw Swi Larry 2 


21.99 


eat 


Licence To Kill 


1299 


7flfl 


Monopoly Delur* 


\2M 


7.O0 


Moorwafcer 


17 99 


700 


Mr Hftti 


15.93 


9.00 


Paperboy 


1299 


700 


Populous Premised Urts 


7.S9 


2.00 


Powerdfoma 


1799 


700 


Pre* to* 


17.99 


9.D0 


Rainbow island 


1b99 


9.D0 


Rainbow 'iVarnar 


1599 


9D0 


Pally Cress. 


12.99 


7.00 


Hick Dangerous 


1599 


9 CO 


ftotwC&p 


14.99 


10.00 


Sain t S'savs-e 


1299 


.TO 


Shadow ol the Beasl 


27.99 


7.00 


Shufflepuck Cale 


12 Erg 


MO 


Sim Cly 


21.99 


5.00 


Skweak 


14 99 


5.00 


Sleeping Dogs Lie 


1499 




SOTCUr 


1499 




Space Quasi III 


1799 


t UU 


Spherical 


1499 


5.00 
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Sw Wars Trilby 
S:roer 

Slum Cars 

Super Wonderboy 

Targhan 

Terry's Big Adventure 

Tesl Dnv* il (The Du«l|i 

Too bin' 

Tfiviail Prxs uns Genus 

Vindicator 

Wi-.-: I "i- 1 -i -i ■. 

lAkargler 

Kfl-flOphOCe 



ij.se 


ura 


U.99 


5.CC 


12.99 


7.m 


15.99 


g.co 


17.99 


7.00 


1599 


900 


13.99 


4.M 


u.se 


7.00 


12.99 


7.00 


12.99 


TOO 


12.99 


7.00 


15.93 


900 


12.99 


7.00 


15.99 1 


£u0 



Action Serwce 

Alien Syndrome 

Archipelagos 

Backlash 

Billiards 

Bid Challenge 

3 yi ■:■;: 

Bombu:al 
Capla*i Blood 
Crash Garnetl 

Crazy Cars H 
D.N.A Wamar 
Dui'-jsan Masler 
Empire Stnkes Back 



PRICE 


SAVING 


3 99 


16WJ 


7.99 


12C0 


999 


15 00 


4.99 


15 00 


4.99 


I5L0 


12.99 


1200 


7.99 


17.00 


6.99 


13W 


5.99 


I9O0 


3 99 


■ & :>:. 


15.99 


9.00 


3.99 


itioo 


15.99 


9.00 


899 


11 00 



BS3T OP thh BP. z yr 



Battle Chess 17.99 

Bainotech 14.50 

Bloodwych 15.99 

Carrier Command 15 99 

Champ |THe) 15.99 

Dark Side , ......15.95' 

Dragon Ninja 14 99 

Gsegpe From Drill 12.99 

F.O.F.T , 21.99 

Fire Brigade £1.99 

Forgcfl en Worlds 14.99 

I- iinrYlmig™ Waste .6.99 

Garneid Winters Tale 1 5.9.9 

Gemini Wing 12.99 

Gunship 15.99 

Kick OH 11-99 

Kuft 15-99 

Microprosa Soccer 15 99 

Millenium 2 16.99 

Navy Moves 17.99 



New Zealand Story 1 4 .99 

Outrun .....$.99 

Populous 1 7.99 

HAC Lombard Rally H-99 

Ranlpage 1 4.99 

HedHeat 14.99 

Renegade ill 14.99 

Rock&i Ftanger i7.99 

Run "Ihe Gauntlet 14 99 

S.hmobi 12 99 

Slermlard 12.99 

Talesoin 21.99 

Talk To The Ar»n>al5 , 15 99 

Temple Of Flying Sabers 15.99 

ThuftderbiFfJs 10.99 

Time Scar^nur lT.99 

Trained Assassin 15.99 

Vigilante 10.99 

Xenon II Meoabiast 15.99 

Xytrats 12.99 



STORY SO FAR I 
ONLY £15,99 

Beyond The Ice Palace t Ikan Wamors t 
Buggy Boy t SaWeships, 



STORY SO FAR 3 
ONLY £15.99 

ThunrJerbrds - Bomb Jack * Space Harrier 
* Live & Lei Die 



PRECIOUS METAL 
ONLY El 3.99 

Captain Blood > Arkanoid It t 
Xenon * Crazy Cars 



TRIAD II 

ONLY £15.99 

Menace + Tetris + 

Baal 



LIGHT FORCE 
ONLY £14.99 

IK+ -t Bafman-t 
Voyagper ■ R-Type 



COMPUTER HITS TWO 
ONLY £9,99 

Tetris t Golden Palh i Black Shadow 
4 J&e Biaciis 
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PRICE SAVING 



FlirttSl0fi*S 


4.99 


Hellbenl 


4.99 


HodMll 


6 99 


King 01 Chicago 


7.99 


Knstal 


12-99 


Lores CH The Risng Sun 


20.99 


Manhurwr In Ne* Vbrk 


12.99 


Operand* NeplufW 


9.99 


Pacmania 


7.99 


Peuur BeardBlfiyS 




ln(. Soccer 


7.99 


Purp* &aium Days 


8.99 


Relurr 01 The Jedi 


B.99 


Ru'-'nrifi Man 


9 99 


Sky Fax 


5.99 


Soldier 01 Lighl 


■99 


Sorcerer Lord 


5.99 


Space Quest II 


1299 


Spsedrjall 


9 39 


Spiderlrcnc 


299 


Siar lrV*'S 


3 'M 


3 SlDoges 


699 


TV SpOrtS FwtMII 


1999 


Teenage Queen 


999 


T*|ns 


499 


Wanled 


4.99 


war in Middle Ewtti 


1299 


WarlDcks Quest 


399- 


WHow 


6 99 



■e ;(. 
use 
22 :c 

1500 

14 00 
12.00 
1000 
17.00 

12.00 
16C0 

■■ ;t 

15.00 
19.00 

u.oo 

14.00 
12.00 
14.99 
17.00 

11 DO 
13.00 
1000 
11.00 

15 DC' 
15.00 
1?00 
16.00 
1RCC 



3.5" DISC 

2 lor 1 LITClime CJuaranlee 

10 3.5" OS 0& Disc* - ?.» 

SO 3 .5" DS Oa Discs _ 14.93 

H 3.5" DS D[> Discs ( Free Slcage Box 3 : 50 

100 S 5" DS DD Discs t Free Storage Bo* 69 M 

200 3 5" DS DD Discs + Free Storage Bra. ..129.99 
500 35" DSDD Discs* Free SWrageBdi 3WS 

All disis aflered are supplied with labels > 
indrrklualry sleewe 



TRIAD 

ONLY £12.99 

Starglkler <- Barbarian (Psygnosiai ■ 
Delender Ot The Crown 






S.D.C. ORDER FORM 

Please send me the following titles. BLOCK capitals please' 
Type ot computer 



ZERO DECEMBER. 



Title: 


Amount 






















* Personal Callers Only Total Enclosed £ 





Name 

Address- 



Postcode. 
Tel. NO..... 



Please Make Gneques and Fosial Orders Payable Co S.D.C, Tmese are mail order prices only, shop prices may vary. 
Please add 50p P&P for orders under £5. Over ES PftP is free. Europe please add f 1 00 per disc Elsewhere please add £1.50 extra per disk. 








Look familiar? That's 'cos these games are deja 
vus, that's already 'seerV to you and of course 
already reviewed in ZERO on specific machines in 
issues past. But that's no reason to ignore the 
follow up versions, so here's a look at the latest 
batch of old {ish) games on new formats... 



I'fTi a bit oi 



L«t m« have It ktilth *v*rVThTH) youv* *o#|- 






LucosfUm/f 24.00 Amiga 

Sean: This is the second game based on the 
Indiana Janes And The lasf Crusade movie, 
but this time it originates from Lucas film in 
America. Rather than the earlier arcade 
adventure, it's a traditional adventure 

game, relying more on quick wits than a fast joystick. 

The objective is the some: find and recover the Holy 

Grail before the Nazis or the Monty Python crew get 

their hands on it. 



Fortunately, like Lucasfilm's Maniac Mansions 
reviewed last ish, there's no typing involved 
whatsoever. All commands ore issued using a 
selection of options at the bottom of the screen and 
the mouse, which can be pointed at the animated 
section of the screen to choose objects. So, to speak to 
Marcus for example, you simply highlight the 'Speak 
To' at the bottom of the screen and then click the 
mouse over the Marcus character on the main 
animated screen, 5 'easy, inn it? 

Just like the ST and PC versions, tndy: The 
Adventure Game is totally fab and likely to appeal to 
seasoned troll bashers and non adventurers alike, I 
fall into the latter category myself and hod a bit of 
trouble getting anywhere. However, the mouse -only 
inputting made it so easy and fast that 1 kept on 
coming back to it whereas I would've given up on a 
traditional adventure long before. Sound is fairly 
limited but superfluous anyway. The animation 
likewise is a bit stodgy but there is so much variety 
throughout the game that this can be forgiven. A 

^^^^ great game 
GM*HICS(2) ADDICTIVEHESS <J) OVERALL likely to see 
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likely to see 
you well into 
the New Year 
and beyond. 





BATMAN 

Ocean, £19.99 

(Amiga version reviewed in ZERO 2) 

Paul: Ho y cliches Robin, 
I've barely had time to 
wash my Batman T-shirt 

and already the game of 
the film is out on ST! 
What I particularly like about this game,, 
apart from obvious things like brill 
graphics and accurate movement, is the 
way that each level is virtually a game 
in itself, Obviously some of these 
games are better than others but even 
so, as a whole they're a lot better than 
the usual same-as-before-only-a-little- 
harder level changes you normally get. 

One minor gripe with the control 
system -the similarity between firing a 
Batarang and Batrope. Perhaps I'm just 
a dodgy joystick wibbler, but I lost a lot 
of Bat lives by shooting my Batarang 
when in fact I really wanted to swing 
myself out of a rather sticky situation. 
However, all in all this game is rather 
fab, and a hell of a lot better than the 
movie it's based on, 



GRAPHICS (JJr ADDICTIVE HES S (£ 0YEM1I 
SOUND Q) EXECUTION £) 



I 




WEIRD DREAMS 

Electronic Arts/ £24.99 

Sean: Weird Dreams 
finally arrives on the 
Amiga just in time for 
Christmas and about 50 

years after the earlier ST 
incarnation. The scenario conies in the 
form of a huge novella, but I personally 
prefer not to wade through 50 pages of 
an lain Banks rip off before I get down 
to joystigk juggling, 

Mr. Angry impression over, let's get 
down to Weird Dreams. Basically a 
scrolling arcade adventure with hugely 
impressive graphics and sounds. 
Unfortunately, it's the old story of 'hunt 
the gameplay'. It's not even that there 
isn't any gameplay there, just that it's 
put together badly, You can get killed as 
you reach the end of one of the screens, 
before it flips onto the next screen, 
Some of the sections are also extremely 
difficult and incredibly awkward. 

All in all, Weird Dreams comprises of 
stunning graphics, vivid imagination 
and very little gameplay. Such is life. 



GRAPHICS (J) AbtJlOnVENtSS (J) I OVERALL 
SOUND (£) EXECUTION (J) 
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POWERDRIFT 

Acli vision/ £24. 99 

[Amiga version reviewed In ZERO 2) 

Dune: Powerdrift on the 

ST is graphically fab. But it 
lacks one thing - gameplay 
So much time has been 
spent trying to cram in 
everything from the coin-op, that this 
important little element appears to have 
been completely forgotten. As a result, 
the track jerks towards you in such a 
way as to make things confusing, A 
particularly sharp oncoming right-hand 
bend (for instance) can't really be made 
out until you hit it, whereupon it's a 
question of luck as to whether or not 
your joystick is being held in the right 
position to get you round before 
crashing. Completing tracks, especially 
the later ones, is more a test of 
memory than driving skills. 

At the end of the day, Powerdrift (the 
ST conversion) seemed to he an 
exercise in emulating the 'prowess' of 
the arcade machine rather than an 
attempt to re -create the gameplay. 



GRAPHIC! (J) ADDICTIVE HESS (J) DUE RAIL 
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..ECTRUM 

£8.9 



COMMODORE 

£9.95 

AMSTRAD / 



Also available for AMJGA £24.95 and ATARI ST £ 19.95 
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BETTY BOO 



music 



LOONY TUNES 

Tim Ponting puts a baseball cap on back to 
front (he's funny like that} and wanders over to 
Rhythm King records to chat to Betty Boo, one 
of the UK's hottest new rappers - now a solo 
artist in her own right - and Andy Lovegrove, 
her engineer/producer extraordinaire. 



Yah Boo sucks to the Grebos! Get 
off your Yamaha 125 and drink 
your Ribena! Betty Boo has hit 
town, fresh from her success as a 
vocalist on the Beatm asters' Hey DJ r 

Betty Boo (Alison to her mother! has 
launched herself into 3 career as a solo 
artist, writing, arranging and pre- 
producing her own songs. Like Debbie 
Harry, she's cast off her past and is 
treading her way through the minefield 
of the music business, Unlike Debbie 
Harry, she's 19, She first came to public 
attention with female rap outfit Hvs Gvs 
Fcqysfg A=0 (answers on a postcard). 

"I was about 17, at sixth form doing 
my "A" levels, I suppose I just rebelled 
against everyone really - nobody at my 
school liked rap music at all, just rock 
and stuff. They used to come in their 
black leather jackets and J thought, 'I'm 
not like you', Me and a friend got 
together and started rapping, At the 
time, there weren't that many female 
rap[jn r s around no wn rosily got a 
record company interested in us." 

Now she's working towards musical 
self-sufficiency, setting up a home 
studio and learning the technical tricks 
of the trade, Which of course, is where 
the computer enters the picture. 

"Set up at home I've got a four track 
tape machine., an Akai S590 sampler, a 
Yamaha ZX11 keyboard (you can win 
your very own in our compo on page 
671 and an Atari ST running a 
sequencing package," she explains, 

TECHNO MAN 

This is where Andy Lovegrove enters 
the picture - her technical main man 
who helped put everything together in 
the first place. 

"The system's based around the 
Atari ST 1040, running Steinberg's Pro 
24 sequencing software,™ he elaborates. 
Wait for it - any minute now, he'll quote 
the software version. 

"I'm a Pro 24 Version 3 man." 

Told you, these engineer types are 
always the same. 

"Pro 24 is like the industry standard 
because it's the most logical system. 
Graphically, you're editing with your 
eyes as well as your ears which makes a 
hell of a difference. You can get as 
specific as you want to, get down into 
the tiniest details, if need be." 

Andy is presently working with a 
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NEW-DEAL LLK. SALE OFFICE 
BROOKLANDS,NEW ROAD St IVES, 
HUNTINGDON/CAMBRIDGESHIRE 

PE 17 4 BG 
PHONE (0480) 496 497 



NEW DEAL PRODUCTIONS FRANCE 
26 rue LENAIN DE TILLEMONT 
93100 MONTREUJL SOUS BOtS 
TEL : (1) 48-70-86-94 
FAX : (1) 48-70-18-01 
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wide variety of artists within the dance 
Field, ranging from Silver Bullet to Lee 
Bennet of Faze One. 

"I'm an artist in my own right as 
well but I'm not allowed to talk about 
that because this is Alison's interview." 

"Go on, I don't mind," she insists. 

Andy fails to be drawn into the 
subject. What a gent. 

"I mainly do production and pre- 
production stuff. Generally everybody I 
work with comes down to my own 
studio. It's a good vibe, ennit Alison?" 

"Yeah, it's down in his cellar," 

Working with computers attracts 
both of the people talking to me in the 
sumptuous Rhythm King interview 
suite, also known as the kitchen, for 
Andy it's a means of simplifying his 
extensive studio work. For Betty, it's a 
ticket to self-sufficiency. 

"I decided to do everything myself, 
The computer will allow me to do this." 

So now you don't really need 
anyone else's help? 

J 'Hey! Wait...,," pipes up Andy. 

"Well, I feel it's good to be able to 
express yourself and not to have to 
translate it through anyone else," she 
explains. "I like to work on my own ... 
most of the time... no offence Andy,,," 

"Nona taken." 

It sounds to me like Andy's 
going to be out of a job rather soon... 

"I don't just work for Alison," he 
points out, "I'm glad she's doing it, 
because the thing I like about Alison is 
that she's shown a lot of interest in how 
it's put together, rather than just being 
an 'artist'. So many people are content 
to just sit back and say 'I'll do the rap,' 
She's willing, she wants to learn and 
that enables her to do her own thing the 
way she wants. I think that's vital." 
An engineer with liberated attitudes - a 
rare bird if there ever was one. 

OLD FOGEY 

"I wouldn't work with her if she didn't 
have that attitude. A lot of people are 
just stealing too much off other records. 
But Alison writes good melodies. It 
seems old fashioned to say this but to 
me, the most important thing has to be 
the attitude of the artist and whether 
they can actually write a song. Because 
a good song should stand up qn its 
own. Technology aside, you should be 
able to sit and sing a song without any 
accompaniment -the melody in other 
words. If you can do that, then you can 
do whatever you want underneath it. 
There are a lot of people around who 
don't do that. There's a lot of dross." 

The half finished Betty Boo album is 
proof that a recording unit in a bedroom 
can generate a highly sophisticated end 
product. I want to know whether the 
'back bedroom Studio' represents the 
future of recording. 

"I can't really see people like Kylie 
Minogue and Sonia in their bedrooms, 
surrounded by pink fluffy dolls and 
things, fiddling with a computer, can 
you?" says Alison. 

"I think it's going that way," Andy 
suggests. "Technology has got to the 
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ANDY LOVfOROVf : "I've gat 
»me whacky sample* but I 
couldn't tall yau what they 
are... they're disgusting." 



stage where it's very accessible, 
whereas five years ago it wasn't. It used 
to take a substantial amount of money 
to put a system together which could 
produce good demos. Nowadays, 
because software's so much cheaper to 
produce and because sampling's so 
much better and cheaper, there's going 
to be a lot more people producing their 
own stuff, Young kids can just go and 
do it now, You need less than a £1000 
to produce a nice little writing unit. And 
even then, you're only spending £700 or 
£800 for an Atari and its software. And 
maybe a grand for a keyboard with 
drum sounds and everything else you 
need. So you're talking about less than 
£2000 for a really good writing facility 
which would transfer into a professional 
studio as well - because you just take 
your disk in with you." 

Do you feel that rap is where 
technology is being stretched? 

"In popular music, definitely," 

"I think the rap artists are exploring 
all the different facilities of their 
equipment, trying to produce new 
sounds," adds Alison. 

So where is dance music going? 

"I think it's definitely getting more 
popular," says Andy. 

"It seems to be taking over the Top 
10 these day," Alison points out, 
"Because nobody's going to dance to 
the Beautiful South, are they?" She 
laughs nervously. "I keep forgetting I 
shouldn't say things like that, there's a 
tape recorder going!" 



BETTY BOO: "Dance music is 

taking ovw - because 

nobody's going to dance to The 

Beautiful South, are they?" 




Ooops, a bit of a Boo -Boo there, Time to 
change the subject, As a sampler hack 
myself, I'm always after tales of the 

unexpected sample wise chat is. A-idy 
has a gleam in his eye, 

"No, it's nothing, really. Well I've 
got some wacky samples but you 
wouldn't want to put them in an article." 

Nah, don't believe you. 

PIG PORN 

"Alright then - the keyboard player in 
my band came up with this sample... It 

actually came from Courtney Pine who 
he plays keyboards with. I'd better not 
say that, after I tell you what it's about!" 
It's a while before he can squeeze a few 
more words between the gushes of 
laughter. "It's off some porn movie hut 
it involves pigs and things. That's all I'm 
going to say. It's disgusting." 

After the hysterics have died down, 
he continues in a more serious vein: 
"The sound of the front door to my 
nounn being opened ended up at the 
beginning of one of the Betty Boo 
tracks. But it works: you only have to 



AKAI S950 
SAMPLER 










a, 




MIDI 








W 

d 




IN 

HIM 


MIDI 
OUT 




Ml CM 
IN 


•J 




out 


ATARI 


SI 


mimI 


104C 




in! 

JKJEL 



YAMAHA DX 11 
KEYBOARD 



Betty Bee's MIDI sot up: "It's just 

chain linked, as yau explained in 

your November issue." 



have a bit of imagination and you can 
use any sound you like - that's what's 
so good about it. With the S900, -S950 
and S1000, the potential for editing is 
so good, that you can distort a sound 
in just about any way you want to." 

What do you think of the sampling 
software packages available for the 
machines which ZERO covers? 

"I can't really say not having used 
any, The only problem is, for a 
sequencing/sampling system you'd 
need two computers, Because once 
you've dedicated your computer to 
sampling, you've got to get an external 
sequencer. You can't run two programs 
simultaneously like you can with an 
Amiga or machine like that. So 
therefore you need two computers, one 
as a sequencer and one as a sampler." 

Even so, it's quite an encouraging 
thought for all you musos out there 
slaving over a hot MIDI interface, that 
writing your own hit single might not 
be as expensive as you think. Your 
humble 16-bit machine could hold the 
key to a career in the world's most 
glamorous industry. Take a tip from 
Andy Love grove: "With the minimum 
amount of technology, if you apply 
yourself properly and you know what 
you're doing, as long as you're careful 
and meticulous, you can achieve a lot 
by planning ahead. Just exercise a bit 
of savvy and you can go a long way..." 
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Over the last two issues of ZERO 
we've already J coked at a few of 
the basic uses of the MIDI 
system. So I reckon it's about time to 
examine in a little more detail how the 
system actually works. 

The first thing to realise is that MIDI 
is a one-way system (if you've ever tried 
to drive through central London you'll 
know all about them). This means that 
to get two MIDI instruments to talk to 
each other you have to plug in two MIDI 
leads - one for each direction you want 
to send information (see diagram 1 1, 
The second thing to realise is that 
MIDI will handle not one, but 16 
channels of information. The best way 
to explain this is to compare it to a 
television with 16 channels instead of 
just four. Even though the programmes 
for &8C1, BBC 2, ITV and Channel 4 are 
al I bei ng transmitted at the same time, 
your TV set only shows you one at a 
time (unless you've picked up a cheap 
Russian import). You simply tune your 
TV set to whichever channel you want to 
watch. In a similar way you 'tune' your 
MIDI devices to one of MIDI'S 16 
channels- you'll find out exactly how 
that's done from the user's manual (if 
you can find it!). This way you can have 
a number of instruments chained 
together on one MIDI 'highway' without 
actually interfering with each other. 

Take a look at diagram two. It shows 
how a drum machine, a synthesizer, a 
sampler, an expander and a reverb unit 
can all be connected to a sequencer so 
that they will work together. If each one 
is given a separate MIDI channel, they 
can afl be made to work without 
upsetting each other - say we give the 
drum machine channel one, 
the Syrtth channel two, the 
sampler channel three, the 
expander channel four and 
the reverb unit channel five. 
The MIDI information is 
passed on from instrument 
to instrument using the 
MIDI Thru sockets. This way 
each instrument can read 
information intended for it 
{i.e. inform a ton on the 
channel it's tuned to) and 
ignore everything else. 

To make sure that each 
instrument only responds 
I Mia mm tQ th& information you want 
▼ midi in 't to, you'll have to make 

sure that you've set each of 
them to 'Omni Off (again, 
you'll find how to do this in 
the manual). If any of the 
instruments are set to 
▼win m 'Omni On' they will respond 
to ALL the data sent aJong 
the MIDI highway. Omni On 
is a setting used just to 

;make it easy to plug one 
instrument into another and 
know that it's going to 
work, but it doesn't have 
much use in more exciting 
MIDI set-ups. 

So having got all our 
gear properly set up, we 
can then play a piece of 
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music from the sequencer and each of 

the instruments will play its part. For 
example, the drum machine will play the 
drum parts, the Synth will play the bass 
line, the sampler will play a horn section 
and the expander will play synthesized 
strings. The reverb won't actually play 
anything, but we can use MIDI to change 
its settings at various points in the 
music. (We'll look at this more closely 
later in the series). 

This is fine as far as it goes but we 
haven't made any arrangements For 
getting music INTO the sequencer. To 
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do this you need to connect the MIDI 
Out of an instrument to the MIDI In of 
the sequencer and play something in 
(see diagram 3). In our example set up, 
the best "master" instrument is the 
synthesizer because it has a keyboard 
on it. The synth can be used to record 
any of the parts - including the drums - 
because we can assign the recorded 
information to the track that instrument 
is tuned to. So we record the String 
chords that we want the expander to 
play and then assign that musical part 
to MIDI channel. The brass part can be 
recorded and assigned to channel three 
and so on, until the whole recording is 
complete. Again, to find out how it's 
done, consult the sequencer's manual. 

But what about the dru ms? How do 
we record drum parts with a keyboard? 
Well, we use MIDI Note Numbers just 
the same as for all the other parts. The 
sounds in the drum machines are 
samples (digital recordings) of real 
drums, so the drum machine is actually 
a sort of dedicated sampler with each of 
its sounds set to a MIDI note. All it 
knows, is that it's got some sounds that 
you want to hear and if you send it the 
right notes, it'll play them for you. 

Along with the MIDI note information 
( N ote O n , Ve I o c ity, N ote Off) the seq u en cer 
will record a great many other kinds of 
information - and as long as the instru- 
ments you are using are equipped to 
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handle it, this can 
become part of your 
music. We 're talking 
aboutsuchthingsas 
pitchbend, modula- 
t on (for vibrato and 
tremolo! and after- 
touch (for altering 
some aspect of the 
sound, such as vol- 
ume, after it's been 
played) - which all 
go to make up the 
sort of performance 
you'd get from a 
human being. 

These are called 
MIDI performance 
events. 

Be very careful 
though, as not all 
MIDI-equipped in- 
struments are able 
to generate and re- 
spond to all the 
available perform- 
ance events, This 
may be to help keep 
the cost ofan instru- 
ment down or it may 
be because it's old 
andthe MIDI system 
is constantly being 
developed. 

Once our music 
has been recorded, 
we can store it in the sequencer for 
another day. If you're using a computer, 
this will always be done onto disk but 
hardware sequencers sometimes use 
data cassettes (if they're old enough). 
Either way, this means that we can go 
back to a song we've been working on 
to change it or maybe just to finish it. 
Where using MIDI to do this really 
scores over tape recordings is that we 
don't have to start all over again - we 
can change the strings sounds we were 
using for wild synthesizer sounds, the 
sampled brass for samples of breaking 
bottles or the drum sounds for Latin 
percussion. We can even change 
instruments without losing all the work 
we've put into recording the music. It's 
also possible to add new instrumental 
parts, take exisiting ones away and 
change the structure of the music - 
because it's all just data in a computer. 
What we've been talking about here 
is MIDI System Common Information 
And Real Time Recording. MIDI also 
uses what's called System Exclusive 
information and allows to record musk 
a step at a time - step-time recording, 
System Exclusive is one area where 
MIDI becomes very complicated and 
very powerful (especially if you're 
writing your own software) but one of 
the uses of step. time recording is that it 
lets us build up pieces of music without 
having to be able to play very well. 
We'll be looking at both in due course 
and next month we'll dive into- editing 
the music we've recorded, This is yet 
another way MIDI lets those of 
us with mere two-finger 
playing technique sound like 
proper musicians. Cripes! 
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Everyone knows lhal me Amiga has the &WJ sound eGpabiHies ovoilabte on ony popuiar computer Today Unfortunately until now, unless you could canned your Amiga to your 

s-fi'iK-.. iyvc-r you could fK>r fuly appreciate The qaialirv 0* Hie sound 
■■■■.■ Amiga 50UNDELASTEP : .,m U stereo amplifier that COrr>es Complete w rfh 2 high quality 30 wall 3 way leakers. It 4 et*ly Connected to your Amiga anal add! Q new dimension 

to all your gurries. 






THE AMPLIFIES 

liis smo unit -as been designed and pijilt iri the UK specifically fc* us* wiln 1he 

Amiga It uses the tilest micros tup technology ro produce o hotly 2 wall per channel 

or high quality sound Twin volume controls allovn both volume and balance 10 be set 

and a I f mrjicales lhal rhe unH is, in operation The amplifier connects 1o I he AMIGA 

via rhe Iwo phono sockets ar rhe rear pi the COWpurer 

Measurements ■ IQcm s ?cm*3cm 



8EEAKEE3 

The speakers rhot come complete with Bust SOUNDBLASTER are 20 wqM 3 way speakers 

und ane contained in on attract ve hi- tec enclosure Tr*e Speakers sound as superb- as 

Itiev look thanks- <o a powerful 3 men woofer tor on the low tones, a 2 nch mid-range 

speaker for all the nr»dclle notes and a tiny I mch iweefer to reproduce all the top 01 

ihe scale tones The speaker connecls 10- (he amplifier uiQj 2 5 metres of ccfcle for each 

01 the fwo speakers Speaker rneosuremenls lflcrn < 10cm « 13cm 



Mil- SOUNDBLASTER package is comoleled w.rh a moms adoplor 1o power rhe amplifier and lull ii^l'uctions 

FREE STEREO HEADPHONES FOR A LIMITED PERIOD ONLY 

to Ore giving away a po.r of itereo headphone* 1ree Wtffl every AMIGA SOUNDBLASTER for a limited period. These headphones plug nto the SOUNDBLASTER allowing you lo lister , 

srereo without disturbing Ihe neighhrxifS 

AVAILABLE NOW ONLY £44.99 + £2.00 for pottOga 

Payment Q accepted over the telephone with VISA and ACCL55 cards of rhroijoh Ihe posl by cheque, postal order eurochequG. bank drafts etc 

Send ptjymcnl fa, 
SIREN SOFTWARE, fl4-Bo PRINCESS ST., MANCHESTER, M16NG TEL: 061 228 183T 

; ■ ' ii . y- cmtf appaaranc* suLie..:! lo c*ionQ9 >a.iIf-...,ji r-oiihrcahnn 
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BUG OFF 



Snap Up An 

Olympus AZ-300 

Super Zoom 35mm 

Compact Camera 

Plus Ten Pure 

Cotton Baseball 

Caps From Those 

Awfully Nice 

I People At 
Accolade* 





Pssst. Listen closely. We will say this only once. The Third Courier from 
Accolade, a scintillating new spy game, will land tonight. So get out 
your bugs, [Bteuuurgh* Ed,}, tope recorders and false moustaches and 
prepare to embark upon some cunning 'spy' capers. 

In The Third Courier you play Moon dancer, master spy. Your mission is to 
recover some stolen NATO defence plans. Two of the three couriers who 
were handcuffed to the plans now lie on marble slabs in the morgue. And 
it's your job to nip over to Berlin to find The Third Courier 



I SPY 



A master spy needs the right 
'equipment' though. And what more 
'useful' piece of equipment could a spy 
have than a 'Super Zoom'' camera - 
they're tres handy for photographing 
mean looking hoodlums from a very 
safe distance. And it just so happens 
that those generous people at 
Accolade have an Olympus AZ-300 
Super Zoom 35mm Compact Camera 
up for g rabs for the first pri^e winner of 
this compo. It comes complete with 
auto focus, auto load and tons of other 
brilliant features to boot. Ten runners 
up won't be disappointed eitber. 
They'll each win a pure cotton 
Accolade baseball hat - very useful for 
blending in to do a bit of espionage at 
baseball matches. 



SPYING TONIGHT 



But what have you got tD do to win 
these essential pieces of spying 'kit? 
S'easy. Simply take a look gt the three 
famous spies above. They've each 
been 'cunningly disguised' and we 
want you to identify them. For 
example, if you think that Picture One 
is that 'spy of ell spies' James (007) 
Bond, then write James Bond next to 
Picture One on the coupon and so on. 
When you've sussed out all three, cut 
out the coupon and send it to All Will 
Be Revealed Compo, ZERO, 14 
Rathbone Place, London, W1P 
1 DE. And make sure your entries 
reach us by January 31st 1990. 
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With only nine 

shopping days left till 

Christmas and more 

new games on the 

market than you can 

shake a stick at 7 ZERO 

brings you a 'Shorts' 

review section. We've 

crammed in everything 

possible and we think 

you'll agree it's a bit of 

a whop pa. So in the 

'immortal' words of 

Geoffrey (the voice-over 

on Blind Date) 'the 

choice is yours... ' 




ASTERIX AND THE 
MAGIC STONE 

Coktel Vision /ST, Amiga & 
PC £24.99 

Paul; Following the 

success of Tintin, it's no 
great surprise to see yet 
another cartoon hero 
make the leap onto the 16- 
bit, Asterix is the latest J toon r to arrive 
on our screens, Unfortunately though, 
he doesn't quite deliver the goods, 

Asterix And The Magic Stone is an 
arcade ad vent uncollect 'em up based 
on a mish mash of about three Asterix 
stories, Getafix has been bashed on the 
bonce by Obelix's menhir and forgotten 
the formula for the magic potion. (Let's 
face it, it would be a pretty quick game 
if the Gauls had their full quota of 
medievaJ Lucozade.) Asterix must 
collect the ingredients, mix the potion 
and then test it whilst fending off 
Romans, wild boars, a soothsayer and 
even some flying fish. 

Graphically the game is a great 
success, The characters and backdrops 
are all really accurate and there are 
some very neat touches, like when you 
jump a wild boar and it turns into a 



sizzling roast and whenever AsteriK is 
hit by a Roman or receives a slap from a 
flying fish r he drums his foot in rage. 

Without the graphics however, the 
game has little to it, Animation of 
characters is on the jerky side and the 
screens take a dark age to change, The 
game plays reasonably well but, like 




eating jellied eels - you only want to do 
it once. Frightening Romans by pointing 
in the air gets a trifle dull after a while 
and ducking fish gets downright 
irritating by Toutatis! 

At the end of the day, Asterix And The 
Magic Stone is a collection of nice 
graphics looking for a game, Hopefully 
one day they'll find one one. 
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MINDBENDER 

Gremlin/ST & Amiga £19.99 

Sean: Mindbender is one of those 
strange game's thai is practically 
impossible to pigeon hole. Unless you 
have one labelled 'bendy beams and 
mirrors with a magician' games,, 'cos 
exactly what Mindbender is. 
The abject of this game is to bounce the wizard's 
'magic beam' (a bit like a laser) around the screen, 
destroying fust about everything it comes into contact 
with before guiding it into a keyhole to give access to 
the next level, The beam is directed by making it 
rebound off mirrors which are positioned round the 
screen and can be manipulated to bounce the beam 
in various directions. There are also fixed prisms and 
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mirrors which tend to make getting the beam 
where you wont it, a little more difficult. It's all 
mouse controlled, and changing the angle of the 
mirror is done by placing the pointer over the 
mirror and clicking it until the beam is reflected at 
the angle you wont. 

To begin with the screens are fairly 
straightforward, and serve more as a gentle guide 
to what to do rather than actually taxing your 
grey matter. As you progress however, the 
puzzles get more and more difficult and become 
practically impossible round about level 13. There 
are 50 levels included but if your'e the brainy type 
who salves these fairly quickly, there's a really 
nifty screen creator and editor. 

After sussing everything out, I found that 
M/ndbender is a really entertaining puzzle 
game, which tests both your speedy reactions and 
your brain, Surprisingly enough, it's fairly easy to 
get to grips with, but solving some 
of the more awkward screens had 
me almost pulling my hair out. The 
sound is loud and chunky with 
same brilliant samples, for example 
you hear a laud scream when you 
accidentally hit the wizard. The 
graphics are rather small but 
perfectly detailed. 

However, I did begin to get a 
little bored after a few hours play 
but I expect that there will be many 
people, disenchanted with the usual 
type of games available, who will 
love Mindbcnder so much they will 
want to have its babies. This one's 
definitely destined for cult status. 
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CLOWN MANIA 

Starbyte/ST & Amiga £19.99 

Jonathan: The plot: 
Beppo is e clown, and one 
day, while he's wandering 
around the circus, he 
finds a map which shows 
The way to a land full of valuable 
crystals. Ahem. Well here's a game that 
reminds me of art old one called Crystal 
Castles or something. It's a kind of 3D 
Pacman but with a lot more to it. 

The crystals Beppo is interested in 
are spread around 70 different screens. 
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These are multi-level 3D affairs, with the 

levels linked by stairs, ramps and 
teleporters. Needless to say, the crystals 

are guarded by countless baddies. 
These generally move in fixed paths so 
they can be avoided with a little 
cunning. If you're feeling particularly 
inventive, you could even try dropping 
little pyramids in their paths. These will 
either divert them or wipe them; all ouL 

down O Mania is very slickly 
presented, with graphics and sound 
being well up to scratch. Plenty of 
imagination seems lo have gone into 
setting out the screens. Although you'll 
zip through the first few in no time, no 
doubt impressing any onlookers in the 
process, they soon toughen up, 

A chart -topper it won't be, but that's 
about the nastiest thing I can think of to 
say about it, 'cos it's well good. 
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COMMANDO 

Eiire/STSY Amiga £19.99 

Dune: Well here's an old 
chestnut. Commando was 
being played to death on 
the Spectrum and C64 
back in the days when my 
pet hen, Derek, was still an 
egg. (Derek's nearly three 
now,, if you're interested). 
Anyway, hens apart 
it's quite simply a viewed- 
from- above vertically 
scrolling shoot 'em up with no knobs 
attatched (well, hardly any). Al the start 
of the game you're dropped onto the 
desert landscape by helicopter. Your 
little sprite seems to wave goodbye to 
somebody off-screen and then the 
helicopter buggers off. 

You're armed with a machine gun 




with unlimited ammo and a finite stock 
of grenades (which can be replenished 
by picking up the numerous grenade 
boxes that litter your route). Run 
forwards and shoot absolutely 
everybody you can r while dodging the 
oncoming barrage. At first there are just 
roaming foot soldiers to contend with, 
but as you progress through the game, 
you'll encounter soldiers behind 
sandbags, soldiers on overhead bridges, 
soldiers in trenches, soldiers manning 
cannons and soldiers pootling about in 
little red pedal cars. {Are you sure about 
that fast one? EdJ 

To say the game gets hectic would 
be an understatement - what we have 
here is pure unadulterated machine- 
gunning, bomb-throwing violence, It's 
all tremendous fun in the gameplay 
stakes, apart from one thing: the 
collision detection. Due to the 'overhead 
and behind' viewpoint you feel as if 
you're just about safe from being 
touched by things when, in reality, you 
aren't. So you die. This collision routine 
is consistantly inaccurate however, so 
you do get used to it fairly quickly. 
What about the graphics? Erm, well, as I 
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said - Commando is an old, old game. 
And this conversion is a pretty accurate 
rendition, visually speaking, So, what 
that basically means is that the graphics 
are, er, a little bit crap actually. And the 
sound? Well, there's a rat-a-tat-tat noise 
as lead spews from your gun and a sort 
of muffled boom for the genade 
explosions but that's about it. 
And the payability? There's bags of it! 
Commando is still a load of fun to 
play but it's pretty basic I think maybe 
this should have been a budget game, 
I'll just ask my hen Derek what he thinks 
of it. Oh dear, Bernard Matthews has 
taken him away. 
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FIRST CONTACT 

Rainbird/ST £24.99/ Amiga 
Out Soon 

Rich: Don't let the 38 
page manual put you off 

'cos once you've read (and 
understood)' it, you'll be in 
for a corkeT of a game I 
I won't bore you with the hefty plot but 
here's a brief resume... You control a 
droid - made up of a head, an arm unit 
and a leg unit which can move 





independently, or join up together in 
two or three parts. You manoeuvre your 
droid through a massive space station, 
trying to forcibly eject some alien gate 
crashers. Each one can be moved in 
turn via the joystick (or keyboard), and 
be programmed to move to a certain 
location by writing a program within the 
game. This enables you to have all of 
the droids moving simultaneously. 

This game works with a flip-screen 
view with an icon system to the left, 
which helps you do things such as 
program the droids and combine them. 
The graphics are ace - very colourful 
and fast, with great animation and 
smooth movement as your droids 
waddle or hop across the decks. Sound 
is good too and it's utterly addictive. 
Yup, I sure lurve it. Now please excuse 
me 'cos I've got a world to save.,. 
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GHOULS 'N' GHOSTS 

US Go!d/ST & Amiga £19.99 

Dune: Yo hoi It's the 
latest Capeom coin-op 

conversion, from the 
people who brought 
Bionic Commando to the 
16-bits. You play King Arthur and 
you've got to rescue someone who's 
been imprisoned. But where is this 
blackguard being held? Only in the very 
bowels of Hell itself. 
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There are four giant levels (which 
scroll both vertically and horizontally! to 
get through before reaching Hell itself. 
First the graveyard level, populated by 
grirrvreapers and vultures, which gives 
way to a hellish 'hill' setting. There's a 
ghost town level with bouncing skulls 
and mutant flies. There's a nightmarish 
r uppy J scroller bit as you're transported 
skywards in a giant spooky elevator, 
which takes you through a host of 
vicious knights and statues - and leads 
you into a horizontal trek across some 
giant retracting tongues. Then it's 
'dowrties' again, as you slip and slide. 
He 1 1 ward bound, down a series of 
gungy tree trunks. If you survive these 
nightmares and the end of level nasties, 
you'll find there's worse to come once 
you confront the Lord Of Evil himself at 
the end of level five. Hopefully you'll 
have picked up enough weaponry along 
the way. Ifyou haven't then you're 
going to die rather quickly. 

So there we have it. Ghouls W 
Ghosts is a rather a nice looking game 
with a very large play area. The going is 
extremely tough so it's debatable 
whether many people are going to see 
much of the later scenery without a 
POKE or two. Still, lot's of games are 
like that, so who can complain? 
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THE CYCLES 

Accolade/PC £24.99, ST & 
Amiga coming soon 

Sean: The Cycles: 
International Grand Prix 
Racing gives you th« 
chance to drive some of 
the fastest bikes 
available, around all me great 
circuits of the world against some 
extremely stiff apposition. Choose 
one of five skill levels and whether 
you want to just be timed, take part 
in a single race or a whole 
championship circuit of 15 races. 

Cycles is incredibly addictive and 
me attention to detail is impressive. 
For instance, you actually feel as 
though you're riding round the 
circuit as your hike tilts and your 
view rises and falls, as you climb 
and descend hills. The background 
changes for each track while the 
graphics are particularly realistic in 
EGA. The only let down is the tinny 
sound, but as you need to listen la 
the revs lor gear changing, you 
can't really turn ft off. Still, even this _ 
is not enough to spoil one of the ' ( 

best motorcycle sims to date. C 



THE HOUND OF 
SHADOW 

Electronic Arts/ST £24,99/ 
Amiga & PC Out Soon 

Mike: The Hound Of 
Shadow combines RPG 

with gothic horror fn a 
game based on the 
macabre stories of HP 
Lovecraft It's got a fashionable- click-on- 
the-ieons front-end r but the, erm, back- 
end is old-fashioned text adventure. 
The game begins when you attend a 





seance in 1920s London where one of 
the people is told: "The Hound of 
Shadow is upon you, and you bear his 
mark." To find out what the devil's 
going on and stop it, you snoop around 
the British Museum Reading Room and 
an occult bookshop. Then it's off to East 
Anglia where you continue to delve into 
doings relating to mysterious, black 
dogs and Vfad the Impaler. 
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Each time you play, you can load in 
a previously created character or create 
a new one. The way you build up your 
character, creates an involvement like 
no previous ST RPG game has done. 
Shame the game itself's just a plain old 
adventure that could have been written 
on an 8-bit machine. The early stages 
are pure page-turning, If it had better 
parsing and Jess, of a feel that you're 
reading a book, then you'd be talking... 
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MOONWALKER 

US Gold/ST & Amigg £24,99 







i: Whacko Jacko, man 
of plastic, returns in yet 

a n othe r i nc a rnatio n Th i s 
time it's in the form of 
Moonwaiker: The 
Computer Game, which is 
based on several incidents 
from the movie- 
Following the usual film- 
tie in trend, several of the 
film's incidents are 
converted into four mini games. The 
first and second levels being 'dodge the 
enemies' and 'collect the goodies' 
games, the third and fourth being two 
more Operation Woff variations to add 
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Tel) us what motor cycle Marlon Brando rode in The Wild 
Ones and a Cycles T-Shirt could be yours. Send your 
answers on the back of a postcard to Could I Wheelie Win A 
T-shirt? Compo, ZERO, 14 Rathbone Place, London W1P IDE. 



rules apply. The Editor's decision is final. 
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SUPER WONDER BOY 

Activision/ST & Amiga £24.99 

Dune: It's Japanese cutesy- wutesy time again. You 
control a horrible tittle 'goody goody' sprite who's 
out to destroy a particularly vicious dragon. Let's 
hope the dragon doesn't cotton onto the fact that 
Super Wonder Boy, (underneath the armour he 
collects at the beginning of the game) is in fact wearing a nappy. 

Supmr Wander Boy is a gigantic four way scrolling side on 
viewed, shoot 'em-up/quest game. The brightly coloured 
pathways and platforms are populated by lots of roving tartoony 
monsters and by doors into buildings, which lead mostly into 
shops where pieces of add-on 'kit' can be purchased. Some doors 
take you into the 'doctor's' where full health can be regained for 
a price, while others lead into the lairs of the 'end of level 
guardians'. Oh and a few will give you some useless advice. 

Super Wonder Boy is actually rather a brilliant little game. It's 
very easy to get into and) very hard to put down. You're supplied 
with enough energy to ollow you to get pretty far into the game - 
even on your first go. I wish there was some kind of 'save' 
device though - having to repeat the same actions for over half 
an hour or so, just to get back to where you were last killed, can 
get a little bit boring. (Yawn). Still, if you're especially fond of 
games of this ilk, then Super 
Wonder Boy really is a must 
and even if you're not, I 
think it might prove a bit of 
an eye opener. 
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NINJA WARRIORS 

Virgin Mastertronic/ST & 
Amiga £1 9.99 



to the growing piles. 

There are some good demo -style 
sequences but these don't enhance the 
actual gameplay in anyway. xThe 
graphics aren't outstanding; the sound 
on the Amiga version includes catchy 
samples from Bad, and the ST has 
tunes mangled through the internal 
soundchip which sound horrible. 

The trouble is that whilst I am sure 
that Moonwalker v/\\\ be a great success 
on the 8-bit formats,, it's just not a 16-bit 
game. The third level, set in the Club 
30s, is the best of the lot, as it's fairly 
addictive- In (he other three, there's not 
really enough to do arid the boredom 
factor creeps in. Highly polished and 
well programmed but ultimately boring. 

ST 
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Poult Nirrja Warriors is a 
beat 'em up coin-op 

conversion and a very 
successful one at that. 
Action is fast, smooth and 
furious. Sound is a cut [or rather a drop 
kick I above the usual Splat ooph' 
school of effects. And if you can resist 
the temptation lo blow your top at the 
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first sign of danger, then there are six 
levels to fight your way through. 

As with the arcade game, each level 
has a good backdrop but little villain 
variety. Most of your time is Spent 
wandering down streets dt corridors, 
fighting commandos who are about as 
much use in a fight as a nun in a 
brewery. Other opponents are a taller 
order, giving the Ninja plenty of 
opportunity to display all his fighting 
skills. Combat is fast and fairly accurate. 

Ninja Warriors is considerably better 




than the average punch 'em up. Slick 
movement and rapid loading mean the 
action is never more than a gunshot 

away. The action might be samey but 
it's undeniably tough. 
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ROCK 'N' ROLL 

Rainbow' Arts/ST and 
Amiga £19.99 

Sean: Rock W Rait is one 
of those really weird 
games. It's superficially 
like Marble Madness, but 
only in as much as you 
control a ball which you must guide 
through 32 levels, for no apparent 
reason. It has more in common with 
something like Gauntlet but then again 
the connections are fairly tenuous. 
Where Gauntlet had you belting round 
the screen at a right old rate of knots, 
Rock W Roil requires you to stop and 
think and work out loads Df puzzles. 
Agah - that's what it is - a puzzle game 
and it requires some hefty chunks of 
lateral thinking at various points. There 
are colour coded keys, money and 
diamonds to collect along the way and 
shops where speed-ups and other 
useful items can be purchased. 
Unfortunately, most of the 
advancing is worked out by trial and 
error and it can be a real pain to reach a 
position where you know you can't go 
on because you need a certain abject. 
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MICROSOFT 

WRITE 

£49.95 




MAIL 
ORDER 



ST jsa N 
V.LP /.HE 

PROF.^CE 

£29.95 .95 



MAIL 
6 BOND STREET, IPSWICH, SUFFOLK IP4 1 JB ORDER 

5A DOG'S HEAD STREET, IPSWICH, SUFFOLK (RETAIL) ^F^ 



24hr MAIL ORDER PURCHASE LINE (0473) 2571 587(0473) 210605 FAX (0473] 213457 
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ATARI HARDWARE 



ATARI 520 EXPLORER PACK 
1 game, mouse, manuals, basic and lan- 
guage disc 
£269-95 



ALL OUR HARDWARE INCLUDES VAT 

AND FREE DELIVERY. UK MAINLAND 

ONLY. NEXT DAY DELIVERY BY 

ARRANGEMENT MOST WORKING DAYS. 



512K EXPANSION 

+ clock card 
£99.95 



ATARI 520 POWER PACK 

20 games, business organiser. 1st bask:, 

music maker and" joystick 

£349.95 



ATARI 1040 STFM 

With modulator, mouse and manuals. 
£39995 



PRO SOUND DESIGNER GOLD 

Sound sampler 

£49.95 



VIDI 

Real time video digitiser 

£99.95 



EXTERNAL DRIVE 

Powerdrive 
£79.96 



PC ENGINE PLUS 

16 bit games machine (scan version] 
£199.95 



AMIGA HARDWARE 



ATARI 1O40 STFM BUSINESS PACK 

As above, with database, spreadsheet, 

wordprocessor and ST basic 

£449,95 



ATARI SC1224 

Colour monitor 

£299.95 



ATARI SM124 

Monochrome monitor 
£99.95 



EXTERNAL DRIVE 

Powerdrive 

£79.95 



PC ENGINE 

16 bit games machine (scarf version} 
£19995 



PC ENGINE PLUS 

16 bit games machine (PAL version) 

£199.95 



AMIGA 500 BATMAN PACK 

Batman (The Movre) Interceptor, HZ Slory, 

Deluxe Paint II, mouse, modulator and 

manuals 

£369.95 



SEGA MEGA DRIVE 

16 bit games machine 

£199.95 



AMIGA 500 + 10S4S 

As above with Batman pack and 1084s 

Colour monitor 

£599.95 



PC ENGINE 

16 bit games machine (PAL version) 

£199.95 



SEGA MEGA DRIVE 

16 bit games machine 
£199.95 



ATARI MEGAFILE 30 

Hard drive 

£449.95 



AMIGA 500 CLASS OF 90 PACK 

Deluxe Paint II, Superbase Personal, 

Maxiplari A5QQ, Doctor Midi recording studio 

Datel MIDI interface, BBC emulator, 

interceptor, Amiga logo, 10 3.5* discs. 

mouse mat, disc box and education 

support file from Commodore 

£529.95 



A590 HARD DRIVE 

20 meg hard drive 
£369,95 



VIDI 

Video digitiser 

E39.ff5 




8802 GENLOCK 

Merge computer graphics with live video 

£249 .95 



CI 900 

Monochrome monitor 
£99.95 



PUBLISHERS CHOICE 

DTP package including Pagesetter and 

Kind words 

£99.95 



ATARI MEGAFILE 60 

Hard drive 
£599.95 



PC DITTO 11 

PC emulator 
£229.95 



1084S 

Colour monitor 
£249.95 



DATEL 

MIDI interface 

£3495 



ALL OUR HARDWARE INCLUDES VAT 

AND FREE OELIVERY. UK MAINLAND 

ONLY. NEXT DAY DELIVERY BY 

ARRANGEMENT MOST WORKING DAYS. 



MUSIC X 

The music package! 
£199.95 



AEGIS SONIX 

Composition and MIDI control 
£49.95 



ST 

BASIC 

£9,95 



JOYSTICKS 

Cheetha 125 .,.£6,99 

GS turbo „ , £7.99 

Cheetha Starprobe £11.99 

Euromax Racemaker £24.99 

Pro 5000 glo green ..£12.99 

Euromax Prof. 9000 .,.£11.99 

Pre 5000 glo red ,.......£12.99 

Konix Navigator £11.99 

DISC BOXES 

3.5 40 holder lockable .£5.99 

3.5 80 holder lockable, £7.99 

5.25 50 holder lockable £4,99 

5.25 120 hoJder lockable £6,99 



PERIPHERALS/DISCS 



DISC BOXES WITH DISCS 

3.5 40 holder lockable with 

10 3.5 dsdd discs , ......£12.99 

3.5 40 holder lockable with 

20 3.5 dsdd discs £19.99 

3.5 40 holder lockable with 

40 3,5 dsdd discs „ £33.99 

3.5 SO holder lockable with 

10 3,5 dsdd discs £15.99 

3.5 80 holder lockable with 

40 3,6 dsdd discs £35 99 

35 80 holder lockable with 

80 3.5 dsdd dfscs , £55.99 



DISCS 

QTY 10 

3,5 dsdd 7.99 
3,5 dsdd 

(SONY) 1 1 ,99 



20 

14.99 



50 

34.99 



100 
59.99 



22.99 54.99 99.99 



PERIPHERALS 

Replacement mouse 

+ mouse holder + mouse mat £29.95 

Four player adaptor , ...,.£5,95 

Joystick extender £5.95 

Mouse mat £495 

Dust cover ,. , £4 

ST 






SUPERBASE( 

PERSONAL 

£29.95 
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9-95 / ft 
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MAIL 
ORDER 



AMIGA 
AMOS 
£34.95 



100 

59.99 

99,99 



?9,95 
l5.95 
:5.95 
l495 
IA 

r 
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6 BOND STREET, IPSWICH, SUFFOLK IP4 1 JB 

jfl DOG'S HEAD STREET. IPSWICH. SUFFOLK. (RETAIL) ^"""^ 



24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473} 210605 FAX (0473) 213457 




ST AMIGA 

SlhGrai C1399 , 1J99 

3BP-WI 1559 1599 

Mddaa Golden Shoe 1399 1659 

MtrsOBwct 1359 1699 

feta-con 1699 .. . if* 

IFg 1399 1399 

felon Figtihar „ 1599 1S99 

HAW 1 ml (romplSKjn) 1959 -. 1959 

kijai/Brflura, _ _ 24 99 „ 2499 

*ial'tU4,(;Hamnn» 13.99 1399 

BafcinoBcrl Ptnmr 1990 1599 1599 

e*D#iSrill |P*13G*1 - 1*59 1599 

Barbarian II |F*jgnosrsi 1699 1599 

HjrttO* Knqhtr, ... _ 13.99 1B59 

lll^lfhlll 1599 1599 

B#m 3 n |Tn»aJ(cMa| 1399 1*99 

Saflfiart _ 1599 1599 

r»«r*ych 1*59 1*99 

Bnodwvrh Idala dakal _ 13.99 12 99 

Blood Money 1*99 1*99 

BtachVrtSf 13.99 16.99 

B*fl««alS^ 13.99 

Bane lNafrnr _ 15.99 15.99 

rJadConipary 12.99 15-99 

BaJB)eal Australia _ _ 1B.B9 IS.99 

Bcto _ ia.99 _ 12.99 

Oa«HQ 13.99 ,„ 16,99 

Chaos Sank** Back 13.99 13.99 

CaiOeWarrior 16.98 . 1698 

CartDrmaGarnos, 13.99 13.99 

CMUl _ 13.99 16 99 

CoTllcr Europe 16.99 16.99 

Danwttfflal Cirsia 13.99 13.99 

Chariots grwrjrh IS.99 16.99 

Collie 15.99 15.B9 

Co-uerr* 19.99 

Dfcafjro _ 12.99.... ...12.99 



AM 10 A 

13.99 



15.99 
1399 

IS 99 



ST 

GrimHIood . IS* 

C,H|-,nSltjM5*nt II _ _.._ 1399 

Gunshfl 15-99 

Games Summer erlorjn 1 359 

Graanpoaca 1599 

Qarrj Lir*kars 5 Sm«s -.13.99 13.9B 

Gar. _.._ _._ _.... 1599 1659 

Galas* Force 13,99 15.99 

Higttray Palral _ _ 1599 . ... 15*9 

Hi atai 1*59 15.99 

HeavyMabil 1399 1599 

Hard D"i"i9 1J59 13.99 

H.A.T.E _ _ 1399 13*9 

HCunrj of ShatSO* * 1*99 1658 

Hot Shah _ 1399 , 13*9 

Indiana JoneMLueae films.) 1*59 .: 15.99 

Indiana Janes (US Gnldli 1399 1399 



ST 



AMIGA 



1J99 15.99 

.1399 1299 

U99 1299 

.1*99 15 99 

1599 U59 



Commjmrjg 1S.99 . 

OumlWialSllialiil 12.99 

C-Kinrusbar 2000 - 16.99 

D*l*de 16 99 

oar of UtaPharoth ism 

frajon l*fua 13 99 

Djigecn Masrar _ 16.99 . 

l>s$6OT Waaler E*tor 999 

[>narinaught - 13.99 

Dsrianfi Tomb 1399 



.12.99. 
.15.99 
.15.99 
1699 
.16.99 
. IB'JS 
.16.99 
... 9.99 
.13.99 
..13.99 



.1359 16.E 



DflHard 

Dragon Spirit 1399 13*9 

Dark Puffln, 11.99 13.99 

[>ekhe*i 1999 19.99 

Dfn?"*e Ptf* - - - 1949 _ 15.99 

Daiae D"ao*i « U99 1399 

Boot at War - _ 1259 1299 

&6fl0ftl 01 Flame 16.99 1S99 

DfnaincCwiujoBr _ 1559 1599 

EM» 1599 1599 

fatah 1599 1599 

hy* ol Hgr<;ul« 1*9* 1*99 

Ewid Horua. _ 15.99 1599 

19 94 

1*99 

15-9* 

1599 

!».» 

13.99 

. .. 1*99 

13.B9 

13.95 

12.99 

12.95 



i- ash Dragon 13 99 

FiSHrtjIwlH 13.99 . 

P19 Stasia Fflhisr 1*99 

Fl6 Combat Pilot _ _ 15.99 . 

F*bh 16 99 

Falcon MBSinn Disks . 13.99 . 

►*"*. Formula One 16 9* 

FTjurten Worlds 13.99 . 

RHAaHgrortitVaar 13.99 . 

Fail Lane _ _ 12.99 . 

F'anhonstvai ... 13.9* ■ 

FjufrWaf* . 
F^rihas Soccer 



Nanhoe 

Integfron _ _ 

Iran Traekef .. 

Irrlesralipn _ _.. 

Interphase 

International Amm« 12,99 . 12.99 

It Cam! Iran ane Daaert 1*99 

tintKS&tmi Mission II 1*99 1*99 

Jack Baal 169* 1699 

Jam 1h« Rfipor 12.99 1299 

Kut 159* 1599 

Kic*0tl _ 13.39 12.99 

Kick OH Ej*a Time 9 99 #9* 

KrvsW _19.99 19.99 

Koartfia rhiat 1699 

Kihng (jams Show 13.99 13.99 

Knghftir™ _ 15.99 15.99 

Later squad U.99 12.99 

LegonaafDiri _.._ _ 16.B9 16.99 

LicancflKKdi 13.9* i3.» 

Le-sum Sun Lar>r || 19.Bg 19.99 

Liphllorce (campujuon) 16.99 IS.99. 

Lrxnhani fl.A.C. Rally _ 16.B9 16.99 

LWCtS nnrw FUSfifl Sun 19.99 

LaalNnplI _ 16.99 16.99 

LssiPalrcl 13.99 16.99 

Lii/H-pool 15.99 1599 

Lanrjas*nr 12.99 ... 

La&l Sturaman ._ .....r. 1 2.99 

Marie Manakxi - 16-99 

Hicrofcosc Soccer 1 5.99 

Mr. Heti 16.99 

M.-iie Jahnson _ _ _ 1 2.99 

iMuroer in Vane* 16 99 

Mn1nx Marauders _ 16.99 

Moorinarker . 1 3 99 

Nm|a warrirjr 

PJew Ztaianrj Story I : : . Fin 

Ncnn and .Srxjlh _ _.. 15.99... i5 99 

Nauromaricer 1*9* 

Nrvarrnird 1399 13.99 

Oporawn ThundntMir 139» 16.9* 

Onnnlal _ _.._ 15.99 _ 1599 

Onslaughi 1399 139* 

Cai» _ 1599 15.99 

Paperboy 1299 1299 

Plrlbal Mstic 1J59 1*99 

Pttr*o Ouaai II 1599. 1699 



12.99 

16.99 

15.99 

1149 

12.99 

1199 

1*99 

1*9* 

.13.99 13.89 

. 1*9* 



. 16.99 16.99 

■3.9} 1*99 



Pujols ol fladianw 1&94 . 

FO|Xjk>L4 1*99 

PaputiLS IdjU drikil 9.95 . 

Powardrflms „„ 1699 

Praaaus Malal (conipilaaanj 1*99 . 

Prwniflf CoHaewiHeompaalkiril . 



16.99 

9.99 

16 9* 

16.99 

1999. 19 99 



Firman Fraoty 19.99 . 

F^hrar BomCmr 16.99 , 

GanlrtWrtft _ 13.9S . 

Shouts and Gnosis 13 99 

■Sore fcamplaaci) _ -... 11.91 

'jSflTBflonE Ooman 17 99 

G'lwl Momler Slam 13.99 



19.99 

19.99 
.13.99 

■•■!?! 
.19.99 

1 2 99 
.13.99 



Pannnal Knghtmani 19.99 . 

F'flfJalBr 13 99 

Playar Uaitagar 12.99 . 

P*7 15.99 . 

Puwirdnn 13.99 . 

PasamjSrioi 13.99 . 

Penary 16.99 . 

Ffl/w;5ralifjO 13.99 . 

Quartz IS.99 . 



19.99 
16 9* 

. 12.99 
15 99 

16.99 

o93 

.16.95 

13.B9 
. I £.99 



CtuarlBT B«* 13.99 13.99 

Ouaar tor lime BinrJ 19.99 19.99 

AFrd Heal 11,9* 1599 

Rmagada _.... ....1359 _ 16.99 

Fl* DanguVOJE 1699 15.99 

RotHcm 13.99 16.99 

Rock and Roll _ ...,13.9* 13» 

Rachel Ranger 16 99 19 99 

Run |h« Gauntlet _ 1359 16.98 

R.^ F Honda 1599 «5.99 

FlarJ Storm Hising IS.99 15.99 

Rainbow bonds IS.99 „ 1599 

Risk _ 13.99 1399 

Rally Crass 1399 . 1299 

SE.U.C.K 1*49, 19.99 

SpacBSavacja _ _ 13.99 13.99 

atr/> 13-99 -..13.99 

Sader _ - 13.98 15 99 

Si»c*omi 13*9 133* 

SauMk 13.98 13.98 

SpacrQuaailll 1fl.*9 19 99 

SpeedtHii 1659 _ ...1*99 

Stove Doth 5naf**r 1299 129B 

5 TOS 19.99 - 

Sinn/ So Far l leomfJlalkinl 12.99 1299 

Story So Far J |eompta1ion| _ 12.99 1 2 99 

Stunt Car ...._ _ 16.99 1599 

StwmC 1349 1199 

St/Hl Fighling Man - 13.99 13.98 

Scroll 13.99 12.99 

Snord ol Twitght _ _ 16.90 

5tarwfl/fl (csmpiafton) 1699 1599 

Sl-uttlapuck Carta 13.99 1359 

Supar Scramble Simulator 13 99 1398 

Super WartdarDoy - -...- 1359 - 1*99 

Skrdj 1399 „ 1398 

Siphwl -- -.- 19.99 1999 

Sioflpig Gooh Lie 15.99 . 15 99 

Sower S«S -....12.99 12.99 

Stay*- 13 99 „ 13.99 

Smrmorrj 13.99 13.99 

Shadow 01 ihu Baaffl aa.99 2* 99 

S'JrBlaja _ 13.95 13.99 

Slum" Quintal 15.99 „ 15,99 

&m C»y 19.99 19.99 

Saiii and Graarrtie _ 13.99 13.99 

Seven Sates 01 Jamssia. ij.9* H99 

SpraAc* .,29.93 29.95. 

StwCommrand _.._ - _ 19.99 19.99 

Siena* - Cruaada 2^99 

Super Cars _ 13.99 19.99 

SwAcMDHla 13.99 13.99 

Trad II loomplaionij 16.99 It.99 

TaalDrivall 16.BB 

Tv Sports FooHjaai 16.99 '9.99 

Trivial Parauit IFamiy Edition) 16 99 16.99 

Tjilit -ajm Owl - - 12.99 12.99 

Tpnlill .12.99 12.99 

Thmi Time Pljhngm (wmplalian) 15.99 ... .. 1599 

TanysBrg Aduenrura 12. 

Tnuia if*9 

Trac* r\nach _ _ 13 99 

Tuit» CKjlmn 13*9 

UtomaM &ol| 16 99 

LHUmaie Oarns . 13 99 

Uhrouchjblas 1399 

Universe in U99 

UMS II _ 1559 

mtmav 14 3* 

Vigilirna 10.99 

Vaimialnr ,. 15.99 

Warm MddlE Earn 13. 

Waterloo .. 15.99 

W.E.C. La Mans _ _ _ 13.1 

Waip 12.! 

Winners (compilaaorij ..1999 

Xenopnebe 15.99 

Jtnnqnll 16.93 

XKbDli 13.99 
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'AMIGA 
DELUXE 
PAINT III 
£ 59.95 
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AMIGA 
DELUXE 
VIDEO III 

£59,95 



review 



SHORTS 



SAFARI GUNS 

Infogromes/ST & Amiga £19,99 

Dune: 'Concerned Liberal' games have a 
tendency to be a bit useless. Take 
| Greenpeace for example... extremely 
' 'right on' but also terminally crap. So are 
all ideologically sound gomes 'wet' and 
'limp'? No. Here's one that isn't. 
Safari Guns alerts you to the plight of wildlife; 
African wildlife tn this Case, But it's also a rattier 
spanking game in its own right. Take Operation Wolf, 
turn it on its side, insert some outstandingly 
atmospheric graphics, loads of jungle animals, some 
'nice people', some 'horrible people', some landrovers 
and planes and you're very nearly there. There are fust 
two more important things to include - a rifle icon and 
a camera ken ft» switch between {Safari Guns is mouse 
controlled by the way). 

The beautifully drawn African savanna scrolls 
sedately (with three level paradox) across the screen. 
Suddenly, from out of nowhere, a cheetah appears and 
dashes from one side to the other. Quickly, aim the 
mouse controlled crosshairs over it and shoot. Blimey, 
it's dead. (You weren't meant to do that actually - you 
were meant to select the camera icon first and take a 
picture of it.) Oh well, carry on with the camera now. i 
rhino - click, A lion - click. A long wait (no click). An 
ostrich and a giraffe - click, click, Oh no, there's an 
ivory hunter with a gun pointing at you - click. There, 
photographed him. Bang bang. Oh dear, you're dead; 
game over. Maybe you should have clicked on the riflt 



icon and shot him with a bullet instead of the camera. 
(Yes, I think that would have been a better idea, id.) 
Anyway, the graphics (as I've already said) are a 
real masterpiece - there are a billion different animals 
to photograph and loads of 'nasty people' (ivory 
poachers for instance) to kill. The sounds ore really 
good too and each level is stuffed full of different 
African scenery and wildlife. Now for a ginormous 
gripe. The addictiveness of Safari Guns is eaten into 
(and almost destroyed) by the disk accessing waits. 
4You have time to wash up more plates than Nannefte 

GRAPHICS $»DKTIHHESS$ OVfRJU Eltw^T^rne of 
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but can't get back to the place where the 
object you need lies. I also found the 
method of controlling the bafl using the 
mouse awkward. These initial problems 
put me off Rock W Roll at first, but \ 
later found it a refreshing change from 
the normal style of game with cjood 
sound and colourful detailed graphics. 
Mot a brilliant game but not a bad game 
by anybody's standards, 



GRAPHICS ADD ICTIVENEH @) 0VE ** Ll 
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The story is like a movie, with the 
sprocket holes down the side of the 
screen in case you don't think the 
graphics are 'movie' enough. It's really 
a role- playing adventure game with 
pictures and the EGA graphics are not 
half bad. Movement around your world 
is governed by keys, W far north, S for 
south etc. And your attributes such as 
intelligence, Strength, Intuition, 
Knowledge and Health are on screen at 
all times so you can see how you're 
doing. Your attributes alter as you gain 
experience SO for ex-ample, your 
Intelligence grows when you solve 
problems and your Strength increases 
when you win combat rounds. 

So, smart (if small! graphics, hard 
problems and a good feeling of 
atmosphere, Yes, the music is horrible 
but what can you expect from buzzer? 
Right now you've read this you must eat 
it. Want me to pass the salt? 



TWINWORLD 




UbfSoft/ST & Amiga, price to 
be arranged 
Jonathan: For some 
reason which eludes me, 
you're responsible for a 
small sideways scrolling 
landscape which is 
patrolled by a group of baddies. As well 
as wandering left and right, our hero 
can also go through doors (assuming he 
has the right keys) which lead into a sort 
of underground bit. Weapons can be 
found and used against the enemy. 
The graphics tend towards the 
cutsey, but they're nicely done and 
complemented by suitable music and 
sound effects, Rather than be radically 
daring, Twinworld goes for a 
traditional 1 formula and manages 
to be fun, if not exciting, I liked it 



sally 



THE THIRD COURIER 

Accolade/PC £24.99 
NaHi Yes. I am 
Moondancer... the secret 
agent whose job it is to 
stop the Forces Of Evil. 
Three couriers carrying 
secret NATO documents have gone 
missing and using your skill and 
judgement, not to mention about 
300,000,000 onscreen menus, you must 
find them and blow them away. 
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£100 worth of 

MICROMEDIA 
Vouchers - FREE 

Yes, with every MICROMEDIA PC Engine purchased you'll receive vouchers worth up 
to £100, which can be exchanged for further products in the MICROMEDIA range. 

MICROMEDIA PC Engines arc available from Virgin Megastores, Hamleys of Regent 
Street and most quality computer stores. So buy with confidence. 

And that's not all: 



• MICROMEDIA is an established 
company with a vast experience: of the PC 
Engine, being the first to offer the machine 

for sale, 

• Only our machines offer guaranteed 
compatibility with British TV Systems, 
perfect picture quality and hard wan: 
reliability with a twelve month 
MICROMEDIA warranty. 

9 Beware of cheap imports. You WILL 
be disappointed with the results of 
inferior modified machines and it is not 
worth it. The PC Engine is a machine 
with wonderful capabilities, USE THEM! 

For further information and location of yo 
or write to: 



• Only MICROMEDIA offer a repair 
service. In fact right up to full replacement 
internals. 

# The PC Engine user club is only available 
to MICROMEDIA owners (who are 
automatically logged onto our computer] 
and is FREE. You will get a quarterly 
magazine and access to our telephone 
hotline. Only you will have access lo 
our exclusive games tips (and cheats!) 
and information to help you enjoy your 
machine to the full. 



ur nearest stockist, ring 0743271792 



_j¥\ MICRO 



MEDIA 



M1CROMK DIA SALES AND MARKRTING LTD, 

H3a Wvle Cop, Shrewsbury. Shropshire SYl 1UT 

fel: 0743 271 7\*2- Fax: 0743 272 lfitt. 





Christmas seems to be with 
us once more. Ho hum. Mind 
you, there's one good thing 
about this time of year, and 
that's receiving presents: but 
the trouble is that you also 
have to give them - even to 

people you hate. Not any 
more though. Simply follow 

our essential guide, and 
nobody will ever want a gift 

from you again. What a 





I06E333 






OTHE UNDERPANTS 
These underpants {or one's very much like them) can be 
picked up from any jumble sale for the princely sum of 10 pee 
{which is quite apt, as it looks as if '10' people have 'peed' in 
them!. The lucky recipient can be the 11th. 

OTHE JIGSAW 
If you really hate someone a lot, what better to give 
them than this de-luxe 'Hampshire Cottage' jigsaw puzzle. 
Especially after you've made a tiny incision in the polythene 
bag and carefully removed land destroyed) one of the pieces. 
How much will this 'wizard prank' cost to set up though? Five 
quid from The Reject Shop is the answer. 

OTHE DOG JOBBIE 
Aha! This is even better. It says it all really, doesn't it? 
These plaster 'canine stools' come from Preposterous 
Presents and cost only 99 pence apiece. Mind you, you could 
save yourself even this paltry sum by arming yourserf with a 
long stick and going cag-hunting in your local park. Best to do 
it in cold weather though, or things can get messy. 

CTHE NOTELETS 
Aaaaaahhh! Lots of lovely little moggies and doggies. 
It's almost a criminal act to give these away, we know, but you 
should be able to bear it seeing as they only cost £1.50 lours 
are from Oxford News, our IgcaJ newsagent}. Anyway, if the 
person you give them to is s real stinker, they'll soon start 
flowing back (in envelopes with stamps on). 

OTHE 1990 BOWLS DIARY 
A necessity for the most boring person you know (not 
that we're suggesting bowls is dull, but more fun can be had 

hanging around with Tony Soper watching, a glacier move), 
Available for £3.99 from WH Smiths, the diary features a 
picture of John 'Bowling Machine' Ottoway - and there are 
Intercity routes included, to help you find the way to matches. 

OTHE ALBUM 
And what an album it is, A chance to 'get down and 
boogie' to 14 German accordian folk music tracks. Whoever 
gets this little gem is guaranteed to remain your enemy for life 
and it'll only cost you five pence (from most Qxfam shops). 

OIHE 'PICTURE' CLOCK 
Straight from the Tate or what? This visionary 
masterpiece on the theme of sex, power and, erm, horses, is 
not only an 'eye catching' painting in itself: it's a blimmin' 
clock as well - telling the time has never been so rewarding. 
The lucky person whp gets this stunning gift won't forget you 
in a hurry. And it only costs 12 quid from Argos. 

GTHE NASAL HAIR CLIPPERS 
Do you know someone whose nostrils resemble an 
armpit from hell? Don't you think someone should tell them? 
Well here's your chance. This rocket-shaped device from 
Argos costs a mere £9.95 and can be stuffed up a nostril of any 
size - and even works in ears. It's best to wash it after use 
though (especially if the lucky recepient plans on sharing it), 

OTHE LISTER I NE 
Nothing like a 'gentle hint' about somebody's personal 
hygiene to get them going, But why be subtle? Spell it out with 
an industrial sized bottle of Listen ne- Available from Boots- 

THE FOOT WARMER 

U^ Do you want to help someone look rather absurd? Then 
you could do far worse than shell out for one of these - a 
Coree Comfort Foot Warmer. Like a preposterous 'giant 
padded sock' it can be attached, using its in-built flex and plug, 
to the National Grid. Hours and hours of ridiculous foot- 
warming antics await your enemy. By the way, you buy the 
things from Argos, for only £11,75. 



STUFF STORES 



ARGOS: Various branches nationwide. 
BOOTS THE CHEMIST; Various branches nationwide. 
JUMBLE SALE: Various scrums nationwide, 
QXFAM: Various branches nationwide. 
OXFORD NEWS; Oxford Sireet, London Wl. 
PREPOSTEROUS PRESENTS: Rathbore St. London W1 
REJECT SHOP: The Plaza, Oxford Street, London Wl. 
WH SMITH; Various branches nationwide. 
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IK+ 

They called International Karate 
the greatest Karate beam 'em 
up yet' (Commodore User). 
And who are we to argue? 
But ARCHER MACLEAN has 
tome Up with a stunner: A third 
fighter. An amazing animated 
background New moves 
(including double head-ki<_kdnd 
j spectacular bdckfiip), 
Remixed music by ROB 
HUBBARD And balls! 

198 J Ate her Maclean 

l<*87 System i Softwaie ted. 

ATARJ ST AMIGA 

£24.99 

DISK 



BIO CHALLENGE 

Fnr r J-rnune* ntjniinrj hj<; tJCfin On tt»r 
■ftiftr Itfrgrnr-i [Hit i?dtd generation A 
of riuman5 paiS*^ irinlQ r nc meat jrr ^ 
b?LOn»ini|; *wr.ii>tr fhe human body 

Wih -SOOfl fcrfccunn* tnn Ir^M to 4urvhrc 
Finally ^ocntiili Wrm rn h^yc (He jii> m rr 
1 hey h Ll *f tlhcovrrfM] J r*uul ut i nil ,ir y 
tethniqut to gi af t t he human Ucai n in tb I he 
body or j rob<?t 

Tt\r rr^ijlr^ or rhe^r <• Kprrrmfri | s jrrln hr 
KSIffdin InreiOLH^LLEWfiF r*C 
u'rim.iic OidS Jl 

You dr* j K I I Pf - [he Ijt^i,! S f nrrarion of 
tiumplil robot engineering - jr» extremely 
*opl»ii<iLjipri h<irn,tn brain in ■ highly 
m.in ne durable pif iiMnn-croglneeircl vlrfl 
Uody Vour on hr mission is ■vuririvnl In. | r i ■ ■ 
hiim.m race 
DEI PUIN4 vu-rrwARtr 



VOYAGER 

in 1977 Voyager II wjh 
launched - inviting all life 

t forms in the Universe to 
visit our planet Get ready — 
tympany's corning. Hike Snayles- 
ref Liming to Earth after completing a 
50 year sentence of "investigative 
exploration" is not a man you'd wish 
to m [■(."( After half a century of 
solitude, he's barpd and hungry. On 
Earth the gate crashers are about to 
arrive - they are the RQXIZ. but 
Snayles has get other ideas - no -one, 
but MO-ONE is ftoing to spoil his 
hdme-com ing party!' 
• Ocean Software Ltd. 1999. 



R-TYPE 

Deep in me ccritnos, the ultimate tptriy 
The BydO Empire - evil. borrifN:,<1f-.m 
In the dark teces-sp; Qt lime and sjjx, 
IK terr-iTy-inf" creatures mm tihe COSrrrt I 
waging iwf'ori tne Fldnet Eartn rht 
desperate battle -has just Begun ... Aj I 
pilot af the R • 9 rifchtrr plane, i I Ji yaw I 
mission ro crush iivcue Intcrstelte 
monsters using every sophiitkatEd 
weapon at yQur disposal OiilyyouMkl I 
and reactions vtand between brilliant 
victory -and the fla(a«atk>n of Mankrcl 
,At last, rue jrtddc sensation bursal 
to your borne iiteen wlfb several stajw I 
terrain; and <■ compelling M:roJ| fpatur*-! 
the u Inmate in thrilling gamcplay 

Ff Tynr • 19B? IREM f nrpotition 
Lkrnsrrl toEletlrii Dreams 




Ocean Software Limited ■ 6 Central Strati 
Manchester M2 5NS 
Telephone: 061 332 6633 
Telex: 669977 OCEANS G Fax: 061 €34! 
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THE PRICE 1$ RIGHT 



It's time once ago in to come on down and 
spend oil your shekels on the 16-bit budget 
sate of the century*., (er— wrong show. Ed,) 





could almost have been designed on a 
Commy 64, Some of the manoeuvres, 
like the headbutt, look brilliant and 
result in a fair splatter of blood- Sound 
comprises of some rather nice crunchy 
hacking noises and attractive samples. 




So although it's yet another beat 'em 
up, it looks good and is fun to play. If 
you're the sort who hankers after those 
bygone days of Exploding Fist on 8-bit 
machines, then you could do a lot 
worse than spend 10 quid on Barbarian. 




BARBARIAN 

Kixx/£°.99 ST, Amiga & PC 

Sean: "What can we da to 
beef up what is basically yet 
another beat 'em up?" 
Palace probably asked 

themselves exactly this 
question when the game first appeared 
last year. "We could either make it a very 
slick, polished and playable product or 
enlist the help of some well endowed 
bimbo to sell it on sex(istl appeal-" 
Suprisingly, Palace did both. 

Well, yes Barbarian is yet another 
variation on the ol' beet 'em up theme 
but it's so well presented, that you can 
practically forgive this aspect. The 
animation is smooth and clear while each 
individual move is big and easily 
distinguishable. There's also some 
excellent new moves in addition to the 
more usual 'sword to the middle, sword 
to the head' ones: stuff like headbuts and 
a brilliant forward roll which sends your 
opponent reeling all over the place, 

Background graphics are finely 
detailed but the actual figures, although 
big, look a little flat. Colourwise, they 

NIGEL MANSELL'S GRAND PRIX 

React/ *«. 99 ST & Amiga 

5eon: Based on Nigel Man sell's driving, I was expecting this 
game to crash on every race (boom boom) but fortunately it 
doesn't. Anyway, even someone with a brain the size of a gnat's 
gonad, could work out what this game is about so I won't bother 
with all the usual malarkey. Suffice it to say that's it's a racing 
game, though this time it's a little deeper than the average racer. It is in fart, 
a cross between an arcade game and a simulation. 

The racing takes place over a full grand prix season, with over 15 tracks 
to choose from. Before the driver can even take part in a race, he must 

qualify and to do this he has 
to beat the previous track 
record. Once driving, you 
must make lull use of all six 
gears available. Fuel 
consumption, revs and so on 
also have to be taken into 
account, A turbo boost can be 
used but makes an incredibly 
large dent in the fuel gouge. 
NM.G.P. has got its faults, 
for example it's possible to 
get hit from behind by cars 
without you being able to 
take any avoiding action and this slows you down tremendously. It's also 
fairly primitive in the ol' graphics department, the only difference between 
any of the different circuits being the horizon scenery. 

It i* a good game however and does provide a bit more of a challenge 
than the usual arcadey style racing games. The small width of track which 

allows you to just squeeze past any 
vehicle, provides a real racing 
challenge. The sound is good and at 
1 quid, burning rubber isn't going to 
burn a hole in your packet. 




TRITON III 

Wicked /£9. 99 ST & Amiga 

Rich: If you've gone and 
left your brain behind 
playing Carrigr Command, 
then Triton f/f could be just 
the thing for you - a shoot 
'em up which requires the IQ of an Outer 
Mongolian Snuffle Rat to play- 
Fly your little ship through six tough 
action (snore) packed scrolling levels, 
picking up extra weapons and bonuses 
along the way. Then kill a giant ship that 
is about to kill earth,, before it kills you 
and the other 30 , 000. 000, 000, 00 D r 000 
people back home- 
On a scale of 1 to 10, this scores about 
minus 20 on the originality front, seeing 
as it's all been done before. But apart 
from that, it's really rather good. It's very 
playable indeedy, the graphics are good 
and ignoring the sound ('cos it's crap), 
you can't really go wrong for £9.99 
(unless you don't buy it, of course). 
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TWYLYTE 

Wieked/C9.99 ST & Amiga 

Rich; I don't think that 'odd' 
is quite a strong enough 
word to describe this game 
'cos let me tell you. it's 
really really weird! You're in 
a space ship which you fly through a 3D 
landscape at a billion miles per hour, 
avoiding large polyhedral objects 
{pyramids to you) and shooting down 
fighter craft along the way. I can't actually 
get very far but that really seems to be it. 

Graphics are very fast and sound is 
good too. In fact the whole game would 
ba good, if it wasn't so mind-numbingfy 
samey Perhaps I've missed something, 
but I found the whole thing rather tedious 
- it's not really worth playing for more 
than a few minutes, except to remind 
yourself how boring it is. 
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Ho ho ho. This month 

the Man With The 

Beard goes all festive 

on us and spills the 

beans about how he 

first got into computer 

gaming in,.. 




The First Day 
Of Christmas 

On the first day of 
Christmas I hope 
my dad will give lo 
me, a brand new 
Atari ST. At least, 
that's what i asked for, dt Amiga or PC, 
not fussy really. Plus copy of Dungeon 
Master. Dragon's lair or complete works 
of Infocom. Am suspicious as computer 
wrapped in brown paper and sellotape. 
Dad says he couldn't find any wrapping 
paper. Mum says they don't sell it at 
pub, Dad says only called in for a swift 
half, Ignore them both and rip off brown 
paper to reveal gleaming label saying 
"Amiga"! Am suspicious as computer 
doesn't look like mate's Arnica. Am 
more suspicious when peel "Amiga" 
label off and find other label underneath 
saying "Dragon 32". Dad says he bought 
it off bloke at pub. Says one computer 
just like another. Mum asks how much 
he paid. Dad mumbles. Sounds like 
"Fifteen quid". Decide not to say he was 
robbed. Ask where plug is. Dad says 
he'll take one off something else. 

Second Day 

Of Christmas 

Fed up with 
waiting. Take plug 
off telly Realise 
need telly for com- 
puter. Take plug off 
Wayne's brand new record player. 
Couldn't stand the sound of Kylie 
Minogue again anyway, Ask mum when 
can expect real Amiga. Mum says if 
waiting on dad don't hold breath tag 
lang. Asks what's wrong with Dragon 
anyway, Start to tell her, but after 15 
minutes she falls asleep. Wayne says 
who nicked his plug. Blame Sharon. 
Say she wanted it for her new Carmen 
rollers. Wayne sniggers. Get clout off 
mum, didn't realise she'd actually woken 
up. Go up to bed to dream about Amiga. 

Third Day 
Of Christmas 

Ask dad if man in 
pub sold him any 
software. Dad asks 
what's software, 
fishes through coat 
pocket, finds three cassettes. Two arcade 
games and one unlabeled. Say wanted 
adventure. Dad says he'll give me 
blinkin' adventure in a minute. Then 
goes to pub. Try to load tapes. Discover 
no plug on cassette player. Sounds 
suspiciously like Kylie Minogue up in 
Wayne's room. Take plug off toaster, 
snigger, snigger. Get cl'out off mum - 
dul n't 't\'i isr> s'tu'u wokrm .jp again 






Fourth Day 
Of Christmas 

Finally succeed in 
loading unlabeled 
tape. Contains 
three programs in 
Basic, Good news 
is, one's an adventure? Load Horror 
Mansion. Screen says "See instructions 
on inlay". No inlay. Next screen says 
"Can you locate the mysterious Scroll of 
Zizzykak?" Discover Dragon doesn't 
even have lower case letters. Whatever 
type, comes out in capitals. Realise why 
it failed. Switch to ITV and see amazing 
Atari ST advert, Mum shouts from 
kitchen "Who's crying?" Say trod on 
cat. Kick computer. 

Fifth Day 

Of Christmas 

Make best of bad 
job and load Horror 
Mansion again. 
"You are outside a 
mysterious 
mansion." Type HELP. "I don't under- 
stand that," program says. Type GET 
SCROLL OF ZIZZYKAK. Program says 
"Congratulations, you have completed 
this adventure in 17 moves. Play again 
(Y/N)?" Press 'Y'. Program eras he s. 
Swear, just as mum comes in from 
kitchen, Get clouted. Get told to make 
self useful, Go and watch that toast. 
Don't let it burn. Just fancy slice of 
toast, mum says. Take plug off washing 
machine and put it on toaster. 
Mum complains toast soggy. 



"Discover program has 
no tense of humour so 
decide to crash it by 
entering rude word. 
Press RETURN. Nothing 
happens, Screen locks up. 
Panic. Now to get rid of rudest 
sentence in world before... 





yikes, mum comes in." 



Sixth Day 

Of Christmas 

■-- t>U & Decide can write 

[f (S^'flSfi better adventure 
game than Horror 
Mansion. Realise 
no manual. Ask 
mum where manual is. She says ask 
dad. Ask mum where dad is. She says 
three guesses. Say will go down pub 
and ask him there. Mum says no I won't 
(rude word! go down pub, I will (rude 
word I stay here and play with that (even 
ruder word) computer that have been 
moaning about so much. Say Irude 
word) back. Get clouted. 




Seventh Day 
Of Christmas 

Mum decides to dD 

week's washing but 
says machine 
broken. Where's 
useless father? 
Decide to keep out of way. Load up 
Hofror Mansion again while waiting for 
Amiga, ST., PC or something to turn up. 
"You are outside a mysterious 
mansion," it says. Try going NORTH, 
SOUTH, EAST and WEST. Program not 
understand any of these. Sharon throws 
frenzy about my room. Have to go and 
tidy it but put spider in her bed. 

Eighth Day 

Of Christmas 

Blek! Turkey 
sandwiches again. 
Get back to com- 
puter straight 
away. Try NORTH- 
EAST, NORTH-WEST, SOUTH-EAST, 
SOUTH-WEST, UP. DOWN, IN, OUT, 
HELP. INVENTORY. SCORE and (RUDE 
WORD). Program understands none of 
these except I RUDE WORD), which 
makes it crash. Start again. Pick nose 
while waiting for program to load from 
tape. Stop when finger comes out of 
ear. Game eventually starts. Decide to 
avoid rude words. Stilt outside flaming 
mansion. Try everything can think of. 
EXAMINE everything in sight, which is 
not much as seems to be nothing there 
but me and ruddy mansion. Sharon 
shouts about helping her with washing 
up, Forced to leave computer tut hide 
all her electric rollers. 




Ninth Day 
Of Christmas 

Secretly feed 
turkey rissole to 
cat. Sneak off to 
play game. Try 
ENTER MANSION, 
GO IN MANSION, GO MANSION, OPEN 
MANSION, CLIMB MANSION, LOOK UP, 
LOOK DOWN, PUT LEFT ARM IN, LEFT 
ARM OUT, discover program has no 
sense of humour so decide to crash it by 
entering rude word. Type in rudest 
sentence can think of. Press RETURN, 
Nothing happens. Screen lock up. Hit 
every key on keyboard. Nothing 
happens. Panic. How to get rid of rudest 
sentence in world before... yikes, mum 
comes in. Switch TV off in nick of time. 
"Good," she says," now you can go into 
the kitchen and peel potatoes." 

Tenth Day 
Of Christmas 

Ask mum about 
Amiga. "How much 
rloes it cost?" she 
says. Already told 
her IS times but tell 
her again. Also cost of ST and cost of PC 
while about it. Says can't afford it, as 
mortgage just gone up. Ask if can have 
advance on pocket money. Mum asks 
how many weeks? Decide to impress her 
and work it out on computer. Switch TV 
back on again. Mum read rudest 
sentence ever seen on our TV, Am sent 
to room with thick ear, no supper and 
promise of lecture from dad when back 
from pub. Definitely no chance of decent 
computer this side of 2 1st century, 




Eleventh Day 
Of Christmas 

Risk leaving 
bedroom again Do 
washing up. Wash 
dog. Put plug on 
washing machine 
and say mended it. Have bath. Peel 
potatoes and do veg. Clean shoes. Tidy 
bedroom {placing back copies of Big W 
Bouncy in new hiding place). Ask mum 
about getting decent computer. She say 
"Maybe... better ask dad." Sneak off to 
pub and march into bar. Find dad with 
arm round blonde from office. Dad go 
red. Girl go red, Ask about getting 
Amiga, ST or PC, Dad agree, Amazing. 
Promises to do it tomorrow soon as 
shops open, to do anything in fact. 

TWelfth Day 

Of Christmas 

On the twelfth day 
of Christmas my 

dad gave to me, an 
ST, Amiga and an 
Amstrad PC. Think 

he's gone crackers.. Mum thinks he's 

gone crackers. Wayne now asks for CD. 

Just gets clout. Dad say nothing too 

good for his clever son, know what he 

mean? Decide to go down to paper shop 

to find magazine dealing with all 1 

machines and with best 

adventure column. Buy 

ZERO, of course- But 

hide it inside copy 

of Big 'IV' Bouncy 

as full of rude 

words and mum 

may not like it. ■ 




► 




EJHin 



adventures 
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COMPLETE 
SOLUTION 




GOLD RUSH 1 

Blimey O' RefllyJ My very first adventure letter! But in keeping with 
ZERO'S glossy, thrusting, hi-tech, low-eof, non-fattening ozone-friendly, 
custard-hostile image, it's no mere pen-and-ink fob but a whixry,„ FAX! 
r Forrest of Edinburgh is the culprit. He sent me a complete solution to 



Grunt 

Sierra^ Gold Rush, and asked if it was worth a T-Shirt. It certainly was, so I 

sent him one. (Amazing what you can do with a pi we of paper, a pair of 

scissors, a stapler, no sticky-hock 

plastic and a ZERO sticker.) Hope you 

liked the personalised hand-mode 

Mike Gerrard T-Shirt, Grant! If 

anyone else wants one, you know 

what to do, just keep those letters 

coming. But first, cop a food of this... 



ADVENTURE HEALTH WARNING; 

Reading the fallowing may 

seriously damage your 

Adventure fun - unless you're 

completely crap anyway. 



OGo to your house, look At the album 
and take the picture of yourself. 
Close the roll top desk to reveal a hank 

statement: read this and note your 
account number Go to the bank and 
withdraw $200, Go to the post office to 
collect a letter from your brother telling 
you to meet him. The postmark tells you 
his whereabouts. Notice the strange holes 
in the letter -this will become important 
later. Note also the gold flake under the 
stamp: Jake has found gold! Go to your 
office and resign. At any time you can 
SELL HQUSI but make sure you've sold it 
before the gold rush is announced. Pick 
some flowers in the park and look 
between the floorboards at the gazebo, 

OOn returning, sell your house to the 
agent who should be waiting 
outside. You can now choose to travel by 
boat round Cape Horn r through Panama 
or by stage coach. Stage is easier, 
provided you save regularly. The Panama 
route is very hard. If going by boat, go 
down to the pier and look at the sign in 
the warehouse to find where to buy your 
ticket. Buy ft, board the boat and you r re 
on your way. Put the flowers on your 
parents' grave. If going by stage, go to 
Stage Travel and buy a ticket. Go to 
Livery and show you r ticket to the short, 
fat man, Climb on the coach and depart. 




OAt the mining company, talk to the 
man in black. Give him all your 
money and go south. Talk to the man at 
the stable and say you want mature oxen 
(the Indians seem to take a fancy to mules 
and the young oxen!?, Report back to the 
man and he'll tell you that you can set off 
on the trail once the plains have drieri up, 
This is your next task, so go east and 
north and look at the plains, You'll find 
they're still muddy, but if you wait long 
enough you'll see that they start to 
change. This is when you should report 



back, and the whole 
camp will now set off 
on the trail to 
California. For extra 
points get the Bible 
from the man sitting up 
against the tree. 

OWhat happens on 
your journey is 
pure chance, except for 

the encounters. The 

first of these finds you 

at the top of a gulch. The animals are 

thirsty so you have to act quickly. Firstly, 

use the chains to lock the wheels and then 

release the wagon from the animals, You 

can then safely go on your way. 

©The second encounter finds you 
walking behind the wagon close to 
death! You have to get some sustenance 
quickly. Walk over to the disused wagon 
and get water from the barrel, then get 
some dried meat from inside the wagon. 
You can catch up with the wagon by 
walking off the screen westwards. You 
should now be able to reach Sutter's Fort. 

O There are only two places of interest 
at the fort: the graveyard and the 
stables. Go to the trading store and buy a 
pan with the gold coin. Now go to the 
graveyard and use the letter at your 
father's stone. You should be able to 
move the letter about the stone until a 
message appears giving you a substantial 
clue. Go and talk to the blacksmith and he 
will give you a branding iron from your 
brother. Now reave the fort and head west 
along the river, panning for gold as you 
go, though don't try it if another 
prospector is there. 

a Eventually you come to a town. Find 
the Green Pastures Hotel and ask the 
porter if you can rent room 11. He'll send 
you upstairs with a message. Give the 

message to the man and he will leave - 
now enter the room. You'll notice a 
cannon on the fireplace, so turn the 
wheel and crawl through the passage. 
You find yourself in a disused room. Get 
the magnet and string. Go over and open 
the window and a bird should fly in and 
go inside its cage. Use this bird to send a 
message to Jake, Now leave the hotel the 
same way you came, and if you've found 
enough gold go back towards the fort. 



OAt the fort buy a shovel 
and a lantern, then go to 
the stables (not the ranch 
outside! arid buy a mule. Take 
this to the blacksmith and brand 
it with the iron- Now go to the 
ranch and find the other mule 
with the same brand. Swop 
them and take your brother's 
mule outside -the man won't 
know any better. After doing 
* this you can head westwards 
again but after a couple of miles type 
FOLLOW MULE. It then trots off and you 
have to work hard to keep up with it, but 
if you dan manage not to lose it, it'll lead 
you to Jake's hut. If you do lose it, the co- 
ordinates you need are 27E r 75. 



o 



Inside the hut, take the matches off 
the table and move the rug, This 
reveals a trapdoor but you can't open it 
yet. Go to the outhouse, light your lantern 
and... well, climb down the toilet. Now 
locate the red door, tie the string to the 
magnet, lower the mag.net through the 
hole and get the key by pulling the string. 

flyj j Next locate the ladder that abruptly 
^mr stops at the top: there's a ledge to 
the left and slightly below here. It's now a 
matter of go rig down liU yo.j +'nu Jake. 
He'll tell you that he's nearly struck it rich 
and will ask if you can help him. You'll 
see a shiny piece of gold in the rock to 
the right of Jake. Take the gold and use 
your pick at this spot, repeating the 
process until there's a hole big enough to 
climb through. So.,, climb through, and 
you've finished. Yee ha! 



SO LONG, 
PARD'NERS 



^ j Beards may come and 

y~~~™ beards may go, but 
!^^^_Za mine's as durable as 
my column. {What? fd.> Until 
next month then, pard'nerj - I 
expect to be swamped with your 
hints, tips, views, advice and 
anything else you wish to reveal 
[hem!]. Write to me, The Man 
With The Beard (alias Inspec- 
tor Clues-ettu), Adventures, 
ZERO, 1 4 Rathbone Place, 
London W1P IDE. So long. 
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To his homeland — he is a symbol of hope. 



To the Enipen>r heisadanisen.nis spark that must hr extinguished before it can become a flame. 

Ta thr Resistance he is a Hgurvhead. a powerful ally if they can only persuade him to adopt' rheir wx 



ToGgsskr, the man who created him, he is Nemesis. G?s4er pushed him beyond the limits uf human 
endurance . . . and DOW he is hack -for revenge, 

Available from all good computer software stock is in. Should you 
experience any difficulty in obtaining I he format of your choice, 
complete the order form and send along with a cheque 
or postal order maiie payable to: All Saints Developments Ltd 

to the address below. 



OTHER VERSIONS 
COMING SOON! 




SCREEN 7 IS A TRADEMARK OF ALL SAINTS 
EVrl.OPMENTSLTD. Cnits V7 Baileygate Industrial Estate, 
tefract. West Yorkshire WF8 2I.N. 




BascO on the y 
exciting ncW ' 



^ All oiden will be despao hsdon 
day iif release- 






"CONTACT CHRIS SKINNER ON 01-631 1433 
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DISKS 



Hollo way Road, 

Archwav, 
~)ON, tfl9 5SE 



5.25 



JBULK 



m®M 



DISKS 



Tele 



jdmg Envelopes, v 
""tectsaLabeJs) 



'rite 



Double Sided Doc 
Double Sided Double 
High Density 1 4meg 



4&TPI 
96 7PI 
96TPI 



COLOURED DISKS |R B d. Velo* Green. BluS 
4S TPI Double Sided DoubTe Dersify 
96 TPI Double sided Double Denstfv 



Qtv 



3 t 5" MEDI ATE CH BRANDED 



MF2DD Double Sided Double Density 
MF2HD Double Sided High Density 
MF2DO In Box a 1 Witff Labels 
MF2HD In Box Of 1 With Loftels 

STdIsks " 

carry LIFETIM 

100 % Ccrtil 



10 



and WE 




25 



SOD 
1700 



15.50 
33.5C 



b0 




3? d: 
SO.DO 
38 QG 



100 



?2.Q0 



TO 



K 



hone 
281 



Orders 
6161 



VISA 



ROM 

IRS 
[AD TO 

:ock OUR 
PRICES.. 



:ss 



FROM 26p 



CHRISTMAS OFFER 

50 3,5" DISKS + 100 CAP. 

STACKABLE J.5" 

STORAGE BOX 

JDNLY £ 47 



SEND YOUR ORDER TO THE 

ABOVE ADDRESS STATING DISK 

TYPE, QTY.,YOUR ADDRESS & 

AMOUNT ENCLOSED. 



^■""ALL prices include VAT. ,POSTAGE AM) PACKING, 



HARDWARE 



FROfoTOp 




WE ALSSS^TOCK.STOIWGE 
BOXES, BR&MqgD DISKS, 
CLEANING* 
PLEAS£ PHONE OU WRJTtsEf 
FREE FUU PRICE LIST. 



REPAIRS 



SWIFT COMPUTERS 

ATARI ST 

Explorer Pack £269.99 

Power Pack £349.99 

Amiga Barman Pack £359.99 

fufr range of HCCBSsariet 

102 Crawley Dr. Groveriill 

Hemel Hempstoad HP2 68U 

Tel: 0443 S45&3. 5S637 



ZOM^UTfcR REPA'RS 
AT API ST5 20 UPGRADE - fMSTPAD 

". n f iV prices 

C0r-»10r»Fl| 6J SP€CTR1JM • : 

For - [,i ornpt and [hjrsonal service by qualified engineers includir 

* ; ■-•■• Estimates "I Week Turnaround "3 monthly warenty 

Contact 
Ave c/o or-/gec Ltd. ntiba 5t., Hancf»fster km ifl 
Tel 061-301-2210 



CONSOLES 



SOFTWARE 



DO NOT BUY 
P.D, SOFTWARE 



At loasl not unld you hav^ saen Ihe lal^t 

FREE catalogue from GOODMAN P.D. 

All |hc latest flumes, gamths and utilities 

available (rem only E2 DO a rds* 

Send 200 stamp iw telephone 

Jpr further Heiai/s ■ (Atari S T onlv 



GOODMAN P.D L 

it Cor>r,ici Clos*. Meir Nay Estate 

i-Ongton. Stoke on Tteni ST3 ISW 

TeJ 0fB2 335630 



CONSOLES 



TE LEG AMES 



Europes Largest Stock of 
Video Games & 
Cartridges For- 




o 



*£ 





^ «sj» 



SI1A /71EGIX DRIV/E 

The leading Video game specialists. 
Send for listsfstate make of game} 

TELEGAMES.WIGSTON.LEICESTER, 
LE8 1TE. (0533 880445) 



J 



Nintendo 



Dedicated Nintendo Mailorder Service 

Comprehensive range of Nintendo 

Software, Hardware and Peripherals 

Light Gun Sight. 

Turbo Blasters. 

Cartridge Storage Cases. 

Joysticks. 

Send S.A.E, For Free Newsletter, Price 

List & Order Form. 

Trade Enquiries Welcome. 



/ 
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01-637 5735 

81 TOTTENHAM COURT RD, LONDON 
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ZERO 



LAUNCHPADj 

CONTACT CHRIS SKINNER ON 01-631 1433 ^T 



HARDWARE 



CAPITAL 
COMPUTERS 

li HtKVTi: f-,|; | i.«,|,t KOSH, I- :i>lrWHUK<jJI 
I'lvl,: 1)3l-228-44lfl 




N< 



AMICA ASOO 
BATTIVIAIN PACK 



ludcs Batman ('I'tiu Muvitr), 

and Stury, i3l-'nir l | II £&. Interceptor 

OfSlIJV £369 



nc 

1. 1. 1. J 



-^ATARI 5 20 STFIVI 
"Explorer Pack" £279 
"Power Pack" £379 

Wilt) Wc»M KiUucmiui, DulnLhbc, Art fault u#t n A UlUlltU. 



£^ Commocforo 
C HM 64v I. K.I II 

i r A.rsrA»<ric i*a< k 

Includes Dulwnssrth-. 
unci 18 Soriwure [ides 

OIMLV £145 



Rainj<;k 



r>bl f>riw L K(>A 
Ml rv|fo H^L^i in 



£1 I4(t 
f>bl. I>rivc V(!A £10JJ 
1(t Mh t-l/rn-jn.- £|2(>.f 

+ IJJ1.SJ1. Muuic, Lulu> 

^■yiTVIllhjJlJ A. Wlml.iw:, 



^tBtSinr It lOCIr £24'J 

"nol*™ IC24-10 £240 



RYRKAX 

£S**i» ox.vat 

1 ^iiwnK iivtiiLifiU- 



rt tin 
16 till 



ft It I 1 



£ H.SO 
E 17.511 



3-«/b" 



Sony; £1A/Iit>jt 

£1.70 «i«:t. 

l*olk : £10/box 
£1.20 each 



GLASGOW 

coivipu'ri^R 

CENTKR 

144 WhM [VII. H STRRET 
I'lvl.: II41-33Z-H2J*. 



SOFTWARE 



FINALLY AFTER 4 YEARS OF PRODUCTION 

SNOOKER 

MANAGER 



2 LEAGUES: 16 PLAYERS EACH LEAGUE: 30 MATCH SEASON U K 

CHAMPIONSHIP: WORLD CHAMPIONSHIP: INDIVIDUAL PRACTISE - 

SAFETY, POSITIONAL POTTING: ADVERTISING : aUYSELL SHARES 

SAVEAOAD GAME ■ STOCK MARKFT: MORALE: P.W.L.F.A.PTS" S SKILL 

LEVELS: MANAGERIAL RATING: PROMOTION: RELEGATION' TOURS 

TV SHOWS: STRATEGY QUESTIONS PERSONAL APPEARANCES CUE 

BREAK: PLAVFfi/MANAGER NAME f DrTOfl FIXTURES WATCH 

PLAYER: WIN POOIS LOANS: 6ANKRUPTCY SACKINGS PLAYER 

OFFCflS: ILLNESS: LEAGUE MATCHES REST OF- 5 FRAMES' STATIC 3D 

MATCH GRAPHICS: ALL ROUND PRACTISF VltW LEAGUE TABLFS 

PRIZE MONEY: IMPROVE PRACTISE TABLES: COUNTDOWN END Of 

SEASON EARNINGS: FULL RFSUI TS 



SPECIAL NOTKE FQtt PSOGRA HtM0tSl <• 

Am you competent in Machine coda for me Spectrum, C$4, Amstrad, 
Atari ST t>t Amiga? 

Do you want to earn the highast income tonvertmg games from home? 

Htva you written * game that is good ttflough to publish? 

If you can answer 'yes' lo any of Iha atrava questions \t\en writs Id us. W* 
wilt review your flame and reply as quickly as possible, Wh otfar top lump 

lums or royalties. 



SHOOmt BLMIAGER ! 

For Sotcburn 138k 
Alan ST, 
r«fMiiwlum Amiga 

fl*WEtTMJM 

4K12H 




yabh- to: 

Image Sc/Htnrr.. 
trrml Buxiiro* p^t. 
Tmni. Topuin! 



Tel f0752>fll214& 



ADVENTURE HELPLINES 




ADVENTURE 
HELPLINE 



Do you play computer adventures? 

Have you ever been faced with a seemingly 

impossible situation? 

WE CAN HELP YOU 

Our adventure rescue team works 7 days and 

evenings a wook and will be pleased to answer 

your queries. 

We offer help on any game on any computer 

So, if you're tearing your hair out ring 
Ihis number now. 



Keep this number safe 

25p per minute off peak 38p 
per minute peak time 



0898 338 933 



SOFTWARE 



TITAN GAMES 

45 Windmill Lane, Worksop, Notts. S80 2SQ 



ATARI ST ADVENTURE GAMES 

Shards of Time , f 5.99 Blaqksear Mountain £5.99 

+ GRAPHICALLY ENHANCED 10495T VERSIONS ARE NOW 

AVAIL ABU FOR JUSTJB.89 EACH * 

SCENARIO DISKS FDR USE WITH THE UNIVERSAL MILITARY SIMULATOR 

Roman Wats 1„. £7.39 Battles Tiwougti The Ages. .17.99 

Roman Wars 2 .£7.99 Werriars of Atlantis ........ E7.99 

Scottish Wars „.,,„ £7,99 Mongol Wars ...._f7Jfl 

* PUR CHASE 2 OR MORE F Oil Ft SCE NAR 10 DISKS 

AT A SPECIAL PRICE OF f 5 .99 FA CH * 

PUBLIC DOMAIN ADVENTURE SOFTWARE 

Colwsal Cm , £2.50 El Bo™ City £2J0 

Darkness is Former £2.50 Wizards Tower .„„ , £Z.5D 

All goods sent by return of post 
Telephone 0909 4830 1 7 for further details 



LINC SOFT SOFTWARE 

57 Maple Street, Bracebridge, 

Lincoln LN5 80S 

Telephone: (0522) 535409 



THE PRICES SHOWN BELCW ARE FOR 
ATARI ST & AMIGA DISKS 



AMIGA ST 

Double Dragon 13.99 13.99 

Lom RAG Rally 17.21 17.21 

Premier Collection 20.39 20.39 

Road Blasters 13.99 13.99 

Running Man 17i1 17.21 

Silk Worm 13.99 13.99 

Thunder Birds 17J1 17.21 

Vigilante 13.99 13.99 

Shnnobi 13.99 13.99 

Xenon II 17.24 17.24 

Barbarian II...,. 13.99 13.99 

Space Harrier. 17.24 17.24 

HKM . 13.99 13.99 

Captain Blood 17.21 13.96 

Garfield II 12.24 N/.A 

The Story So Far 3,. ...13.99 13.99 



AMIGA ST 

APB 13.99 W& 

Cvbemoid II 13.99 13.99 

Dragon Ninja.., 17.24 13.99 

Operation Wo'f 17,21 13.96 

Rotocop , 17,24 13.99 

Red Heat,.., 17.24 13.99 

New Zealand Story 17,24 13.99 

Slfider 17,24 17.24 

Batman (Movie} 17.24 13.99 

Star Wats Tfllofly. 17,24 17,24 

Netjulus „,., 13,99 13.99 

Action ST Volume 2 NfA 20,39 

Gemini Wing ,.13.99 T3.99 

Mr Helly 17,24 17,24 

Action Amegan Vol. 2 20.39 N/A 

Indy The Last Crusade. 13.99 17.24 



HARDWARE 

Commodore 64 Light Fantastic Pack ..„ , 149,00 

Commodore Amiga 500 Bal Pack 365.DO 

1 Meg Amiga 500 Bat Pack + Dragons Lair, ,..,..„.,... 49500 

Atari 520 STFM Explorer Pact, ,269 00 

Atari 520 STFM Power Pack , , 366.00 

Phillips CM8B33 Colour Monitor. , 250.00 

Cumana 3.5' External Disk Drive 95 00 

3,5* 0&00 Bulk Disks - pack of 10. .„.,. „ , 9 50 

3.5' DSJDD Kodak Disks - pack of 10 „..„„„13,50 

Most titles ate available in other (ormsts bf "tost popular computers. 

Mail Mkf Only telephone or write for a price Hsf for your Computer, 

Cheques or Postal Otters should be made payable to 

LINC SOFT SOFTWARE 





























THE ANSWER TO 

YOUR DISK 

DUPLICATION 

PROBLEMS 



CARTRIDGE CONNECTS TO 

PARALLEL (PRINTER) PORT 

ON BOARD CUSTOM LSI CHIP 

MAKES THIS UNIT EXTREMELY 

SMALL & EFFICIENT, 



ONLY £34.99 

COMPLETE HARDWARE/SOFTWARE 
PLEASE STATE ST OR AMIGA 



ty SVNCRO EXPRESS IS A HIGH SPEED 
DISK DUPLICATION SYSTEM THAT WILL 
PRODUCE COPIES OF YOUR DISK IN 
AROUND SO SECONDS'! 

^ Syncro Express requires a second drive & 
works by controlling it as a slave device & 
ignoring the ST or AMIGA disk drive con- 
troller chip whereby high speeds & great 
data accuracy are achieved, 

y Menu driven selection for Start Track/End 
Track - up to 80 tracks. 1 side, 2 sides, 

1 Very simple to use, requires no user 
knowledge. 

^ Also duplicates other formats such as 
IBM, MAC etc. 

^ Ideal for clubs, user groups or Just for 
your own disks. 

^ No more waiting around for your disks to 
copy, 

W Probably the only duplication system you 
will ever need! 



LATEST CUSTOM LSI CHIP TECHNOLOGY 



By using an onboard custom LSI Chip. Synchro Express has the 
power to transfer an MFM image of the original disk directly to 
your blank disk - quickly, simply and without any user knowledge. 
One external disk drive is required*. 



CUSTOM 
LSI 



SYNCHRO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMIGA 
SYSTEMS - PLEASE STATE WHICH REQUIRED WHEN ORDERING 



If you don't have a second drive we can supply 
SYNCRO EXPRESS together with a drive for 

ONLY £104.99 (AMIGA) 
ONLY £119.99 (ST) 



POWER 

BY 
DESIGN 



MANUFACTURED IK OUR EUROPEAN 

FACILITY USING THE LATEST 

SURFACE HOLST TECHNIQUES - 

SYNCHRO EXPRESS IS WARRANTED 

rOll G MONTHS AGATNST 

MANUFACTURING DEFECTS. 




WARNING 



1988 COPYRIGHT ACT 



WARNING 



Dale] Electronics neither randones or authorises the uaeoflt'a product* for Ihc 

reproduction of copyright materia]. 

The bach Up l.n il.ih..^ .>l IM* |>rtirlin-L arr tirsicjiMi li> iV|inKlnn- imly srmwarc such as 

|inbli< d.iiniiin material, iln- user* omi prnftRtuiH nr hi >Ii u-jirc where permission In 

make ;i lwn'kup hashofn clearly given 

ll in iH''|jnl 1o m.iki- L'lijiiL'K, ever lor your awn ti-ae, of copyright material. wIIIkjmi the 

permission <i| ihr copyrlfilil invncr. "r llielr IHviiri r. 



AW PATCHED WITHIN 48 HRS 

HOW TO ORDER ... 



BY PHONE 

07 82 744707 

24hr Credit 
Card Linn 



BY POST 



Send chequrn/POs nude 

l»y*h If to 

"Datel Eire ironies" 



FAX 

0782 744292 

L"K ORDERS POST FREE 

EUROPE ADD SI 

OVERSEAS ADD £3 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANCE WITHOUT NOTICE 



CAM ERS WELCOME Pleidir reserve goods by Idrphnnr prior to visit. 




3L2G7ij3$€* 



DATEL ELECTRONICS LTD,, FENTON INDUSTRIAL ESTATE 
GO VAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND, 



SALES ONLY 
0782 744707 



TECHNICAL ONLY 
0782 744324 
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Send all your old crap to 
Ylkei, Zero, Dennis 
Publishing, 14 Rafhbane Place, 
London W1P IDE - titer* might 
oven be a free 'gift' in it for you. 



HOLD THE 
FRONT PAGE! 

This is the bit of the mag 
where we celebrate 'The 
Local Newspaper', be it 
The Huddersfield Echo, The Penge 
Express or The Aberdeen, erm, 
Angus [?), They're all so boring, let's 
face it, and we asked you lot to 
send in some of the 'highlights' from 
these weekly (or daily) rags. Well, 
the response wa* so outstandingly 
good that we've printed some 
runners -up, as well as the winner. 







Soft options 
at taigmore 

AT the Goober Meet 
ing of Raigjnore WW 
Mrs Pat Harve; 
showed how to makt 

cuskiijti covers fron 

small straps, of net anc 
curtains. 

Winners of [he co 
v*ftd coathanger com- 
petition were; 1 Mrs 
MacLean, 2 Mis M 
MatlvK 



The coveted 
'Most Boring 
Now* Story In 
Groat Britain 
This Month' 
certificate has 
been won by 
Ross -Shire's 
Worth Star. They' I 
be receiving it fn 
due course. And 
here are the 
runners-up... 



• A stuffed weasel worth £25 
was stolen from Deighton High 
School, 

A The Huddersfield Daily Examiner 



Call in at 
Y an worth 

WEEKEND *llk«ri 

cut sdmirinj the 
autumn colours in 
woodland around 
Chtdworth will be able 
to drop in for ■ re- 
freshing CUppa. at 
Ytnworth Village HaJL 
during thu month. 

A The Wilts & 
Gios Standi 

Sohw to eotes? 

A PROPOSAL to chinas 
tht uh of a mo* MMe to ■ 

' »h and chip reatauram in 
Stafford Suit*, Ecd«*N*U 
■ bflino ranaldarad by 
planning o'ticuli with 
Stafford *kra«jh Council 



Patrol 

sign 

taken 



* SCtHKkL nwi. 
f*a| *, _ 0*^5 

fea ■ mm 
■"bft-Hk-lSraW 

inn. 

l*f Up - *Hd « 

"f* War ttr Mw± 



■* la br -imf, IU . 



A iv*s/ Afotts & 

Derijy fleconder 

■*] Trte Staffordshire 
Evening Sentinel 



BLACK SHAPE 

(The Alternative Letters Paget) 

Right. I want to get something straight. My name is Black 

Shape. Nat Black Spot,, not Black Blob, not Black Hole but 

BLACK SHAPE. If you write a letter to someone called Peter , 

you don't start by saying 'Dear Jonathan', do you? No, 

you rudddy well don't. So if you want me to bung your 

letter in this 'slot' you'd blinkin' well better get my 

bloomin' name right. Okay? Righto, let's get on then. 



• Contributors: RegTait, Ben Cowdail, Andy 
Singleton, Andrew Flanagan, Glyn Wade- 



Door Black Shape 

Just a quick letter to say how wicked 
and brillo your magazine is-. It was love 
at first sight, I saw it there underneath 
the Sunday Sport and I knew it was the 
only mag for me,.. ($nip.) 
Stephen Tweed, Worthing, Sussex, 

• The way some people automatically 
assume that a bit of unadulterated bum- 
linking will secure them a olace in the 
best magazine the world has to offer. I 
don f know wha fever next? Still, let that 
be a warning to the rest of you. 
Black Shape 

Dear Black Shape 

Yesterday I went down to W.H, Smiths 
to have a butchers at the computer 
megs, I was just about to buy Zzap or 
The One when I noticed a new title 
which I hadn't ever seen before. Then I 
noticed it was only £1.50. Without any 
hesitation I rushed to the counter, 
pushed straight into the queue and 
bought it.,, (snip.) 
Hammy Hamster, Hartlepool, Cleveland, 

• Sorry to cut your letter so short - 
actually I'm not sorry - but my old Nan 
was queuing in Hartlepool W.H, Smiths 
recently when, quota, "an extremely 
rude and pushy young man" (unquote) 
barged in front of her. It was obviously 
you, ft fair put her off her stroke, I can 
tell you. She only had 183 items in her 
basket - and a carrier bag full of one, 
two and five pence pieces with which to 
pay for them. Surety you could have 
waited? Black Shape. 

Dear Black Shape 

You always hear people complaining 
about how children haven't got respect 
left for anyone and that kind of thing. As 
these kids learn a lot from television, 
I'm not surprised so many of them grow 
into babbling psychopaths. 

Take Bagpussfttr example- In 
Bagpuss, a nine year old girl named 
Emily owns a shop of her own. Cleverly, 
so that she can afford to keep it open, 
she doesn't sell anything at all. No. 
Instead she goes out, finds things in the 
road, and gets her soft toys to put them 
in the window. What a briiliant concept 
for a children* programme!!! There's 
even a walking book-end and a frog 
with a banjo who sings about flying 
porcupines. No one ever goes in the 
shop anyway - they've all been 
frightened off by Mad Emily. 

By the way, why did you take the 
mick out of Rainbow? What's wrong 
about a perverse man in his late thirties 
living in a queer multi-coloured house 
with a six-foot bear called Bungle, a 



talking hippopotamus called George 
and a loud-mouthed dickhead called 
Zippy? And what about the 
'neighbours'. Rod, Jane and Freddy? 
They'll sing about anything. Imagine 
saying to them "Excuse me, this 
Wendy House is on fire. You three 
must evacuate it immediately". They'd 
burst into song with "Burning to death 
is very unsavoury, I hope Mister 
Fireman will come and save me," 
By the way, the mag is mega- 
James Butt, Wool, Dorset. 

• Have you ever seen Button Moon? 
Black Shape. 

Door Black Shape 

The three-part competition you're 
running is too easy. If you're going to 
do competitions that rely on 
intelligence rather than knowledge, do 
not assume we are all idiots. 

And how about a bit less of the 
puerile wit? Some of it is nui|e funny, 
but most of it is like reading the back of 
a cornflakes packet- 
Mr M. Hull I well.. Camberley, Surrey. 

• What's wrong with the backs of 
cornflakes packets? They've seen me 
happily through many a boiled egg. 
Oh, and regarding the compo, here are 
some extra-special directions just for 
you: "From the finishing point move 19 
'clicks' in a south south easterly 
direction and find out which buses 
pass this point (from left to right). 
Don't get on the 173, 65 or the 88 Get 
on the other one and take a ride to its 
penultimate stop. Jot down the name 
of the third road to your left and 
remove three of the letters. You'll find 
it's an anagram of a very tiny village in 
Cambodia. Name the village- " 
Black Shapa. 

Dear Black Shop* 

How dare you use my alias name in 
your fictional promo-letter. Yes, I am 
the real Beatmaster, and I think that as 
compensation you should not only 
send me a free T-shirt, but also give 
me a free plug in your magazine. Here 
goes. If any of your readers out there 
want some music mixes which, quite 
frankly, piss on Dave Whittaker's 
Megablast (can I say that in the mag?| 
(Yes, you just about get away with 
Megablast. Ed.), then send two quid for 
each disk you want to the following 
address... {snip.) 
Mike "Beatmoster' Archer, Blackpool. 

• Oh dear, I ran out of room, so t had 
to cut the 'full postal address' bit- 
Still, I know you won 't mind. 
Black Shape, 
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BUILDING TIPS 

By Robert McAlpine Junior 




1 1 
1 1 
1 1 



Hello, me again. Time flies by 
when you're having fun out 
in the sun, with a spade, a 
pile of sand and a few other bits 
and pieces. And that's exactly what 
I've been doing this month - 
building patios; crazy paving patios 
to be precise, using only the very 
finest York Stone slabs, I'll give you 
some patio laying tips in a minute, 
but first, here are a few general tips 
from Paul Jeffries of Harrow... 



1 1 When fitting new lighting in your 
house, test the circuit by sticking two 
fingers on the metal prongs of the light 
socket. If you feel a rather sharp jolt 
through your body the circuit is in 
working order (but you may riot be). 
2 J To locate a gas leak, light a match in 
every room of the house until a loud 
explosion reveals the source of the 
escaping gas. 

3t Put a wooden door in the 
rectsngular hole in the front of the 
house, As well as stopping heat loss, it 
will deter burglars. 

Tips one and two seem a trifle 
dangerous to me, but everyone has 
their own way qf doing things, so well 
done Paul. However, if there was a 
suspected gas leak I personally would 
pop out to the local pot shop and 
purchase several canaries. Then, having 
returned home I would lock each canary 
in a separate room of the house, and 
then book into a hotel for the night. On 
my return to the house in the morning, I 
would expect to find one of the birds 
dead - and thus the room with the leak 
would have been located. Simple .really. 
Still, well done anyway. , 



Right, before I go here's a small tip for 
crazy paved patio construction (as 
promised). 

Before concreting each slab into its 
final position, write the exact 
dimensions and weight of the stone 
(with an accurate diagram) on a piece 
of paper. Seal these pieces of paper in . 
non bio-degradable 'envelopes', send 
them by registered post to yourself and 
once they've returned, place each one 
underneath the relevant slab. Now you 
can safely 'finish the job' - and if there 
is ever any problem getting the money 
from your contractor, you will be able 
to prove in a court of law that you laid 
each individual stone personally. 

See you next 
month. Oh, and 
don't forget: 

building and 

demolition can be 

safe (and not lead to sleepless nights) - 
if you do things the Robert McAlpine 
Junior way. Don't hestitate to send all 
your building tips and queries to 
Robert M< Alpine at the usual Yikes! 
address - you maywin a prize. 
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BACK ISSUES 



Desperately seeking software? Or perhaps you have a penchant for writing to complete 
strangers.? No. Well you can always brood east details of your forthcoming 'event' 
whether it's wciltiing down the altar, helping out at Aunty Narria'j jumble etc or simply 
putting your old computer up for grabs. In fact anything at all (within reason and 
within 30 words). And it'* absolutely GRATIS (i>, free, but it's all latin to me. Ed.} Jwst 
(ill in the coupon below and moil it to Give Or Take. But no actual 'selling' of software 
\i permitted and if you're a business, you'll have to advertise in the clarified s section. 



BOOK YOUR FREE AD HERE 

If you'd like to advertise «n Give Of Tj+b. please fill in the coupon below iri BLOCK CAPITALS and nend 

it to Grew Or Take, ZERO-, 14 Rathbpnc Plot*, London Wl P 1 DE. CtarVt forget to enclose your 

addrgss and phone number and r^merrbc In mark the envelope with the appropriate section. We can't 

ftcppi any software sales and private atlvewiajrs will have to advertise in the Classifieds section 

• Pleat* include my advert (whkh it no more than 30 word j) under llie following heading; 

HARDWARE □ SOFTWARE [~j PENPALS" LONELY HEARTS □ WANTED | | 

FANZINE 5 1 MESSAGES AND EVf NTSC BIRTHS. DEATHS. MARRIAGES AND DIVORCE [ ] 

Name 



.IIHTJH 



}.. WIN! 



5ffl tttfi 



Address 



Post Code 



1 



Yes., although you rather ilupidly ' mined the 
boat' first time around, we're rather 
generously giving you a fecund chance (so 
don't cock this one up;. For a rnere £1 ,v>5 per 
copy you'll be fhe favourite grandparent in 
years to came when you con ihow off your 
collector*' copies of ZERO and boast of haw 
you were ante a computer connoisseur. 
""" in the, covpon, that is,.. 



Let mc hove Ihe following spitfo tttnli: 
□ Issue 1/ Nov '89* ~~ Issue 2,' Nov '£9 
Price: UK Cl.QS I pi us 50p p tt pi 
Overseas £1 AS (plus £l .CD p tt p| 
I enclose a cheque/postal cudet for [ 



made payable to Dennis Oneshors Ltd. 
Address 



_Po&l Code. 



I' you don't want to dissect your spanking new copy of ZERO, it's simple - use a photocopy. 
WAMNINO' ZERO tan net guarantee io place every ad received. 



Complale the form and return with payment 
to ZERO, Back Issues, PO Boa 320, 

London N21 3NB. 

*sorry - no free disks will be provided- 






X 



118 



Acting EdltOKJackle Fty#n; Art Editor Catherine Higgs; Deputy Editor: Sean Kelly: Production Editor: Amays Lypxji; Staff Writers: Duncan MacDormlil 
Paul Lfl(«n; Designer: Duncan Mem ph ill; Design Consultant: Vici McDonald 1 ; Adventure*: Mike Garrerd; Artifacts; Alan Tornlsin*; Console Action: Richard 

Manteif o; Music: Ti m Pontine.; : Tech nicel into: David McCa nd less; News; Ch risti na Ersk ina; Contributor*: Marc us Berkmann, Joh n MFnscm, Jonathan Dsvies, Jo n 
North, Tim Plielli. Richard Palley ; Group Advertisement Manager; Lynda Elliot; Ad Manager: Daniel H^.ilr-y: Ad Executive: Hillary Baptist; Ad Production:' Anna 
Mane Allen.- Advertisement Director: Alintair Ramiuiy, Publisher: Teresa Maughan. Production Manager: Judilh Middlaton; Marketing Manager: Bryan Denver; 
Circulation Manager; Staphan Ward; Crutiva Director: Tony Spalding; Finance Directs*; Colin Crawford; Publishing Director: HiehartJ Howoll; Managing 
Director: Stephen England; Chairman: Felin Chrnnis. Published byr Dennis Oneshots Ltd On behalf of Danni a Publishing Ltd.. 11 Raihfiono piece, London W1P 1DE; 
Telephone; 01 -S3 1 1 433; Telex: A954 1 39 Denn isG ; Fe*: t -436 7-92 4; litugaaeUing.; Cymbol Ltd, 1 5 Newma n Passage, London Wl Tel 1 -323 1 686; Rapra: Graph* 
Ideas, London ; Printed by: fil^rsido Press. Gillingham, Kant; Distribution: $M, 9 Leigham Court Road, Slraatham, London T«|; QV677 81 1 1. AN material in ZERO S 
1963 Faidan Production*, and may not be reproduced in full, or part, without prior permission in writing ffom the publishers. ZERO is a rtronthly publication. 



ZERO 



. 



► 



Specialises ewe 



■ Bi-monthly Buyer's GuWe-each wiih details ol 40 games 

• Membership card, Release Schedule and a 
(older for the Buyer's Guides, 

■ 24-hour despatch of stock Hems. Most lines 
instoch, 

• Games, sem individually by 1st class post. 
Mosl fil through your letter-box. 

■ 7-day hotline, until 8pm weekdays, 1 to 5.30 
Saturdays, 1 1 to 5 Sundays. 

■ Written notification of delays and instant 
refunds on request. 

• No commitment, no obligation lo buy anything 
artd no "minimum purchase" 

• The best games, carefully selected, 
available at extraordinary prices. 



Can you 

afford not 

to join? 



All for 



i ust £5.00 



We're miles cheaper than elsewhere. Below are 
a seleclion of olfers at prices you might not 
believe. You can buy games at the same lime 
as joining ■ or join new and select from our full 
calalogue. AH items advertised are only tor 
sale to members and are subjeel lo availability. 
Note; Upgrade to Official Secrets is offered to 
members of Special Reserve 



16 Bit Software 



AMIGA ST IBM 



20P00, i;ig 

A.P.B 12.99 

iF-FRR.IHUFH ,'19 

ALTERED BEAST 15.93 

AO.MVFWl.iV 16.68 

ARTHUR IT3F GCCM1 13.39. 

HAH. $6S 

BALANCE. OF POWER 

B4.LWCFOF POWFH1W3 IMJ 

Fj4.LLl5.TIX S.99 . 

B4L J-HOC- 1 IMFOCOMl llll 

BARLW«lANi;PS*GNO&iSl 11.99 

HAHUSTALE ! . .... 7 » 

R4.SHD?. TjHE 2 . .. I*.l3 .. 

BAJVAri OPfcD C^J!i4D==: 15*1 

BATUAM T HF. UOUIE 11 3H 

BATTlE SQUADRON 15.99 

BAT-.EWil.lEV 12.19 

B*T t .ECHESS 10.99 

EAT t 'lE t EGH IINFCVJOUi 1**3 

BBACMIVOU.ET 1599 

BfVD^jn mHK IINFOOCUJ 

BOC€ W.WRIM . 13 99 

= .oonM.":fi = - ...144$. 

BuSODWtCM 1S.49 . 

ELOODWYCH DATA ni5* ft ».. 

iOMBEfl 19.49 .. 

30MBUZAL 

flftOCEPLAVERSOtB 14.49 

CABAL. . 15 lA 

CASTLE W1ABR1OR 11.43 .. 

■'.■■"U^LHK CiFSHAOtlH 14 M 



li.iS 
1293 
.. 3.13 

1299 

1393 
333. 

..le.at . 
m& 

699 
t« 

. U99 
7« 

1i« 
. ligg 

!!V£S 

. 1649 
16*3 
IZJt 

1399 

.'449 
15 49 

. .3.66 
IB 49 
■ S3 
14.43 
1S"9 
12.99 
I.--. 



inn 

11.93 

17 40 

. 13.19 

1540 



7W 
17,19 
13 M 



17« 
13.49 



16 99 
15 49 
IM) 

2| 4ft 
15 49 
14.49 




For the 
serious 
garner! 



Members of Official Secrets gel all the benelils of 
Special Reserve plus: 

• Confidential Our 32 page bi-monthly magazine is 
essential reading tor those interested in adventures or 
role playing games, Written by experts, Confidential 
has covered everything from How to Host a Murder to 
Which F16 Flight Simulator? Our agents, led by We 
Masier Spy known as "The Boss Upstairs'*, seek out 
I he secrets of RPG's, FHP's. MUG'S, PBM"s, Leisure 
Su'i Larry, The Russians, Elvira..... 
• Myth. Written by Magnetic Scrolls, authors dI The 
Pawn, exclusively for members of GNiaal Secrete. Myth 
is a small adventure set in Ancient Greece. In i| you'll 
meet ThB Ferryman, cheai Deairn and face the nine- 
headed Hydra. Myth includes Ifne lamcus 
Magnetic Scrolls parser and graphics and is 
included in the price of membership. 
■ Help-Line. Manned weekdays until 8pm 
and Sundays. The Help- Line can help you 
solve most problems on most adventures. 
■ Gnome Ranoer. Level 9"s brilliant 3-part 
adventure or a Surprise Alternative. 

Annual UK Membership cosisj^^^ . UU including six 
issues of Confidential. Myth, itie Help- Line, Gnome Ranger god 
membership of Special Reserve. 



SONY 3-5" 

DS/DD DISK 



PhACli^THIKESeACK 1.2+3 .. 

ChaSE h.O 15119 1399 

CHES5HA$TFB.»M MM .1343 .. 11.33 

CHKOHO C4JE5T 949 449 

census Rhfssn ii.*g 11*9 

CONFLICT EURWS 16 49 16 49 17 49 

CONTINENTAL CIHC<J5 .1233 .1Z99 

COMttJFTICN lftL4£A0LLE|' . . ..13 99 . .13 99 1S99 

DAMOCLES 1S4S Ijlft 

[JEfEtJDEHOFTHECRCWr* B.49. . .3.49 

DEJAYU i i}4ft Sftft 

OEJA VUE I&.49 . .15.49. .15.99 

LifcLUfcE PAINT III . 51 4» 

KHOH TQUB 12.93 12.93 . .1 E 49 

OEMUHS W!*UEF f.5511 17 46 

PHAQQM 5P -HT I 2.93 .. 12.93 IE93 

DAAGCM 3 LAIH 1 1 UECil ?fl 46 

P«*WN5 OF FLAME (SSi) 17.43 ,.17^3. 

CflAKKHEN lfiM 1* « 

PRMNO FlQHCt 13^3 .1S4-3 

fJLl*ifcON MASTER 1549 1*49 £*«9 

DYNAMIC DeFJUQ3f Ft 1«*3 .1649 

E*NAM|TE CUJ 1599 1349 

EDDIE EDWAR05 SUPER SKI .. .. *,*3. . ..S 49 

Eliminator .599 J99 

ELITE l3*S 1149 1S+9 



13.49 

17.68 



. 6 49 



LMHtlLK OF THE MINEE, 15 40 

Fi£OOUFJATP«_OT 15.93 

F16FALCOH 16 40 

F14 FALCON MiSSCNOiS* ...9.99 

f 23i Fit lALIA'QR 16Jfl 

FAFHYTALE 13.93 

F£PP*ftlRjFWUmi 13.49 

FIEKL1 3H FHED? HI(J TO*" 1 T.«3 

FIFTH GEJW 15 49 

FISH 1 fil'SCRCUS) ...IS 33 

FUSM D1»GON 12.49 

FLIGHT SIMULATOR J » 43 

FOOTBALL MANAGER 2 6.49 

FM !• EXPANSION tOT ,...., -!• 

F0*J 5C"COL 2 I2-6 TftS) 1Z4S 

FUN SCHOOL 2 It 3 T ^5, 1} 44 

FU*JSOKXiLSlOVEe*YHS). ..1Z4)9 

FL/TUflEWARE 1649 

OALDflCOOVS DOWUN 1Z49 

fiMOSTauSfEHS 1 1599 

OFtOlFOJ.US FOOTBALL) 15 48 

'JLN5HP 13 S* 

MARD DFIIVIh' 12.99 

HELLFIHE ATTACK. . 3 4* 

MFWS(>JPFlE«€nv0L2 .17.43 

HHSF*B(SSl) 1749- 

urgH WkEHS GUIDE . 

HONDARVF750 1549 

HQSTAtJES I.16 

wOUh& OF SHWEOW 16.99 

H L ' El R I ""i 1 1 44 

iH&AM Xt*S iAiCTicmi .'. .'.'n^ 

INC M.A J3M=S lADM^hTUHEl 1*36 

INFESTATlOtt 14.91 

INTERPHASE li.99 

JACK NiCkULTS GOLF 1S.99 

JOURMET IBIFDCDMI 19 « 

MUPFGHL*fE |SSl( 1393 

KJIR'INri GRAND Pfi t 4 4.9 

KIMsiYOMjGLISHSCCCER 1Z49 

Ktr. OFF 1 1 33 

K*JH OFF EaP*wSi0N OSK 7 4S. 

HMD lYCPDi 2 iW.P) JJ 49 
K**3 OF CmCAGO E4S 

KNEKTDPCILE^IL »| 

KNI3HTFORCE 14.99 

KSlSTAL i'M 

'•'... T 149. 

LANCASTM 13.49 

JfjCELOraEViLBt 13.43 

USERS0UA6 12 99 

LEAUERBDARD BSDIF 13 49 

LEATHER fcCL^S'JbS 9.90 

LEA~HE HHFCKSi t 16 

LEKN3C* THESWOPC 

LFIS.JHF S.IIT I AHPV 1 1333 

LEISURE SUIT LAfiflT 2. ... 13 99 

LIGHT FORCf li.96 

LCwSAHD 1AC nALLV ... .. 1491 
LDSiDBQFTHF RISING SUN 1«*3 

LURKING HORROR 1923. 

MENACE S93 

MICKEY MOUSE 

MEHDP*M5E SOCCER 1*99 

MlLEmiUM 2.2 99S 

MONOPOLY !}4» 
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.12.49 

■?4» 

■ j d,; 

IMS 
.12.49 

1 8 46 

15.49 

15 46 30.47 
.12.99 ... 

3«6 . . . . 
. I7.« 

1749 
.. 3.93 

15*9 
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1*49 
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Myth Quotes 

I "An excellent adventure,,, witty, cunning and just plain 
good fun! If you liked Fish! you'll probably like this, 
because they're very similar in style: you may even 
prefer Myth, it's that good!" 

Amiga Format 
"Myth is destined to become a classic" 

Crash Magazine SMASH 91% 

Myth Reviews 

Commodore User 90%, Amiga Format 87%, TGM 85% 
AMIGA ST IBM AMIGA ST IBM 
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.7.99 
15 99 
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1 3 13 
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£99 1349 
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15 99 
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.6 99 ..14 99 

IS.93 ..9 99 

.15.99 .15 99 

13 16 .13.33 



MOOJMI3T IIMFDOQU , 199? Hi 19 23 43 

hCBULUS 599 590 

rEVEHMIND 1Z40 . .12.43.. 15 M 

ftSELMANSELLSGHPHIX 4 99. .499 

IW3HTH AND EflyTH .li». 15.33 .. 

OOZE 15 99 15 99 16 99 

F-47 THUNDEHEKXT lt.49 H!*3.1S33 

PACUNO 7.49 ...11.99 

PACMANIA . .7.99. 199 
IMPERBQY |2iB9 .. 1299 . 1599 

fawn ;M scpollsi < 3 1>3 i399 i433 
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HIGHEST JOYSTICK 
IN THE WORLD 

Well, well, well. This seems to 

have stirred up a bit of a 

hornets' nest - unfortunately it's 

the most totally crap hornets' 

nest on the entire planet. Your 

efforts were (not to put too fine 

a point on it) pathetic. Here's a 

sample of what we received... 

1 1 A photo of a Konix 5 peed king pn 
top of o rabbit hutch in someone's back 
garden. (And the rabbit was one of the 
most moth eaten 'specimens' we've 
ever had the misfortune to clap our 
eyes on, by the way.) 

2) A picture of a Quickjoy 5 
'Superboard' perched precariously on 
somebody's head. (No doubt a 'cunning 
ruse' to get the face of the person in the 
photograph onto the pages of ZERO - 
an idea which failed abysmally). 

3) A piccie of another Konix Speed king 
snapped mid-flight after having been 
hurled rather hard up into the air* The 
photo was crap though - a sort of tiny 
reddish blur against an overcast sky. {It 
looked a bit like a UFO. Ed.} 

And there were more, but here's the 
one we've gone with. From Peter Ford 
of Norbiton, it shows a Powerplay 
Cruiser about to alight from a lift in a 
riot particularly high 'skyscraper' (i.e. 
one with only four floors). 



Surely someone can do better than 
that? Even if you live somewhere flat 
you couldn't really do worse. Please, 
pull your fingers out — and don't forget, 
a joystick can be 'popped into' a bag, 
so there's less of qt* excuse for not 
taking one with you wherever you go. 
Don't forget the camera though. 
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By Pr*fai»r Bernard M.bvla 
Professor Nebula is una hie 
to bring you his column this 
month due to the fact mat he 
is currently on board O top 
secret Nasa probe, 'en route' 
to the asteroid belt. He 
hopes to bring you, next 
month, an exdvsrve 
photograph of the Giant 
Space Spider (which is 
threatening to destroy the 

entire Solar System). Finger* 

crossed everybody, and may 
Cod be with you Bernard. 
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'BOB' HOLNESS 





Every month Tikes J gets on 

the old dog and bone and 

dials a series of random 

numbers in the hope of 

contacting a celebrity. The 

first person we got through 

to was Mrs Mabel Poapdeck 

of PI a i stow, so we tried 

again. And guess who we 

got this time? Only 'Bob' 

Hainess of Blockbusters 

fame* Corks. (Actually he 

was expecting our call - the 

rest of this intra has been a 

rather crap 'joke'). Here's 

what happened... 



The Yikes! telephone earpiece; Ring 

ring, ring ring, ring ring, click... 

Bob: Hello? 

Yikes!: Erm, is that 'Bob' Hoiness? 

Bob: Yes. Who's that? 

Yikes!: It's Yikes! here. You know -the 

telephone interview thingy?. 

Bob: Ah yes, of course, Fire away then. 

Yikes!: Erm, crumbs. Okay then. When 

were you born? 

Bob; Ho ho ho ho. You know what I 

usually say here, don't you? I say about 

58 years ago - give or take a month. 

Yikes!: Oh, so you're quite old then. 

Um what was school like for you back in 

those days? Was it all dingy classrooms 

and gruel for lunch? 

Bob: Not at all, not at all, It was pretty 

much the same really, only then you 

studied for things called School 

Certificates. I originally went to s school 

in Heme Bay, but eventually won a 

scholarship to Ashford Grammar. Mind 

you, lessons were much the same as 

they are today, and I must add that I had 

a somewhat fragmented education. 

Yikes!: Eh? Why's that then? 

Bob: Thrr Second World War. 

Yikes!: Oh 

Boh: A lot of thfr masters were 'called 

up' into the army and whatnot, so we 

had a string of new teachers coming 

and going the whole time. And, for the 

first time ever, we even had mistresses. 

Yikes!; Cor,., 

Bob: No, not that type - I mean school 

mistresses. Up until the war it had been 

a solely male occupation, 

Yikes!; What, being a school mistress? 

Bob: Do you want an interview or not? 

Yikes!: Sorry... 

Boh: What I'm saying is that there were 

only school masters before the war, but 

with most of them going off to fight, it 

gave women the chance to get involved 

in the education system. Anyway, my 

school was in what was called 'Bomb 

Alley'. All the planes that came over the 

Channel passed over us - there were 

continuous dog fights and bombing 

raids. I always say I spent half my 



BOB'S ON THE HOTS POT - IT'S GOLD RUN TIME... 



Yikes!: You know the rules. You've got 

one minute to get from one side of the 

board to the other. Choose your start 

position, and we'll start the questions, 

Bob: OTB. 

Yikes!: Receptive and quick. Possibly a 

rugby player? 

Bob: Um, On The Ball, FN. 

Yikes!: Wrote Human AH Too Human 

before going totally bonkers in 1889? 

Bob: But that's a history question... 

Yikes!: So? Anyway, it isn't - it's a 

literature one. 

Bob: Oh. Um... er... oh, I don't know. ITP. 

Yikes!: You get into this when you're 

feeling good? 

Bob: In The... In The... er... In The Pink! 

RJAF, please. 

Yikes!: Bungle the Sear's 'tuneful' 

neighbours? 

Bab: Bungle the who? Erm... I don't 

know. Um, TAJ. 

Yikes!: Fred Quimby's famous cartoon 



cat and mouse? 

Bob: Tom And Jerry, RTW, 

Yikes!: Yacht race that circumnavigates 

the globe? 

Bob: Round The World, GOU. 

Yikes 1: According to James Brown, it's 

what you have to do before you can "get 

on down'? 

Bob: Get On Up (like a sex machine. 

Ed.) SITM. 

Yikes!: Mike Tyson is quite capable of 

handing out one of these? 

Bob: Urn,.. Sock In The Mouth? 

Yikes!: No, not 'sock'... 

Bob: Um, um, um,., Smack In The 

Mouth, SAS. 

Yikes!: Words won't hurt you, but 

these probably will. 

Bob: Sticks And Stones. Yahoo, I've 

done it. 

Yikes!: Yes. But I'm afraid you can't 

have a prize because your poem was so 

useless. Bye bye. 



readers' pages 
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school career on top 
of my desk arid half 
underneath «t- 
Yikesr Weird! So 
There wasn't an air- 
raid shelter at this school then ? 
Bob: Of course there was - we spent a 
lot of time down there as we 1 1. Oh, and 
there were the Doodlebugs. The 
Spitfires and Meteors used to spin them 
over by knocking them with their wing 
tips- making the bombs crash onto the 
Kent countryside. It was fantastic W& 
kids used to Spend all our time 
collecting the shrapnel. 
Yikes. Lordy. What was your first job? 
Bob: A compositer for a firm of printers. 
I had to do National Service shortly after 
starting that as a Radar Operator in the 
RAF for two and a half years. Then I 
went back to printing. Then in the early 
1950s I moved to South Africa, where I,., 
Yikesl: Yikes! South Africa? 
Bob: Yes, South Africa. 
Yikesl: So what do you think about the 
state of play there, then ? 
Bob: Oh, I think that the whole thing is 
appalling. It saddens me greatly. 
Yikes!: So are you for or against 
sanctions? 

Bob: Well, that's 8 
very big question. 
Um. Well, I really do 
feel that if sanctions 
were to be imposed it 
would hurt both sides - the black 
population and the government. 
Selective sanctions may be a good idea, 
but I don't know if the whole situation 
can be salvaged without any fighting. 
Yikes!: Yes. We think there's going to 
be a little bit of 'Crub*. So, anyway, you 
moved to South Africa,,. 
Bob: Yes, and I was going to continue 
in printing but ended up joining the 
Intimate Theatre in Durban, which gave 
me my break as an actor. This led to mc 
getting a job with the South African 
Broadcasting Company, as an actor, DJ 
and Newscaster. Then in 1961 I moved 
back to England and got a job with 



F l spent half of my school 
career under the desk." 



Yikes: Your poems are a 
bit crap actually, Bab. 



Granada TV, and 

later, moved on, 
Yikes!: You've got a 
programme on the 
BBC World Service 
called Anything Go9s, and at the 
beginning you read out s small poem 
which ends with the words 'Anything 
Goes'. Do you write these yourself? 
Bob: Yes. 

Yikes!: Oh. They're a bit crap actually. 
Bob: Yes. Ha ha ha fe bit stroppity). 
Yikes!: Can you write one especially for 
us? One with the ward 'orange' at the 
end of one of the lines? 
Bob: Yes. Alright. I'll have to think for a 
minute. {About 400,000 million trillion 
years pass). Ah - here's one... 
I remember the day I appeared in a play 
Called The Happiest Days Of Your Life, 
For the scene was a school, where they 
all played the fool, 
Though it did show their trouble and 
strife. 

But one member of staff (always good 
for a laugh) 

Used ta spend her time touching her 
toes. 

Then this mistress Miss Goringe who 
was sucking an orange. 

Would listen to 
Anything Goes! 
Yikesl: Blimey. You 
are quite crap at 
poems, aren't you? 
Um, when people approach you they 
must say things like 'Can I have a P 
pirns.. Bob?'. Mow annoying it; thir,? 
Bob: Oh, it's not at all annoying. You 
come to expect it. I was in The Strand (a 
bit of London, Ed.) the other day, and a 
lorry driver blocked two lanes of traffic 
purely so he could lean out of his win- 
dow and say 'I'll have a P please Bob'. 
Yikes!: Can we have a B please Bob? 
Bob: Ho ho ho la bit stroppity). 
Yikes!: Okay. That's nearly it. Do you 
mind doing a Gold Run for us before 
you go? We've made up our own 
questions and everything. 
Bob: Okay then. Fire away, 



OTB 



ITP 



ST 



TAJ 



FN 



RJAF 



RTW 



PAP 



CW 



BAAB 



GOU 



PO 



RTP 



TOIRH 



SITM 



TBS 



SAS 



BOB'S ROUTE 



BOB'S FAUX PAS 



THE VIKESJ/BtOCKBUSTERS COMPO 



WIN TWO GAMES OF YOUR 

CHOICE AND SOME SUPERB 

MYSTERY PRIZES' 

(Signed By Hob Holness). 

Well, Bob got seven right. So how well 
will you do with what's left on the 
board? Obviously you've got to start 
with ST as it's the only one remaining 
in column one, but as long as you 
avoid the other ones Bob got correct 
(the bottom line basically) it's up to 
yog which route you take. You can 
refer back to the big Gold Run board 
on the left, and there's a titchy one on 
the coupon - so fill in the hexagons 
you're answering with red ink [we've 
filled Bob's in already). Just jot down 
the answers to the relevant questions 
in the space we've left for them, then 
send the coupon to I'm More Like 
Bomber Gascoigne than 'Bob' 
Campo, ZERO, 14 Rath bone 
Place, London W1P 1 DE. 




If: Rel.i.1 MC snng in which he reefcons 
he's- 'a bit hard on lb-? road'. 



Hit Wrote Human Ail Too Htimfrt before 
AOirwj (dally bonkers in 16m 



MAP i Bungle me. Star's 'tuneful' 
neighbours. 



MPi Two emrsinely disgusting; little pig*. 



CWi Something George Fcrmby rnight do 
while up a ladder. 



i Aft ill sighted as a winced mammal? 



DDt You won't be very etovef to be hi! by 
this particular bullet. 



"Go away', m no uncertain terms. 



Hfs a topper on Bfookstde. 



TOIHHl You'll he unlikely to get j ( 



TOtVl Boomerang shaped fruit between two 
Irenes of bread (twice). 
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PUUIithmt] and Qr^nadii TV a' Bob Mini 
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